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e already know Edge readers are going to own at least two 
W of the next-gen consoles (and probably all three), but for the 
sake of argument, let's assume you've only got the budget for one 
Which one do you choose? 

Despite PlayStation2's convoluted architecture, it's clearly a 
Capable machine, and features a handful of real must-have titles 
But it's still a brave gamer that wanders into EB without having 
read reviews to pluck a game at random from the bloated shelves 
For every Bumout or ico or Haz, there's a Stunt GP or The Bouncer 
or one of any number of Army Men games, And perhaps worse 
than the few truly awful releases that lie in wait for the uninitiated, is 
the wealth of middling titles, the fives and sixes that exist merely so 
that Sony can boast a portfolio of over 200 titles 

Okay, so Xbox then? It's big and it's fast and it's got Halo апа, 
well, some other stuff. But it's the best part of three PS2 games 
more expensive, and what about the up-and-coming games? 
There are a few of note: Jet Set Radio Future, GunValkynie, Soul 
Calibur 2... but there's a far greater list of unknowns, titles that 
have no resonance among the cognoscenti. And Xbox's US 
heritage has spawned an alarming number of native sports tities of 
little or no interest to UK gamers. Xbox has impressed, but it's still 
the dark stranger about whom we know too little, and whose 
ultimate motives are possibly sinister. 

And thence to GameCube. So far, it's both overjoyed and 
underwhelmed in equal measure, but IE carries the beloved 
Nintendo brand and hopes are high. Even though Nintendo treats 
UK gamers like an evil stepmother - denying us favours, and 
belatedly doing out hand-me-downs - we still have the capacity to 
forgive. Anyone who struggied through the last five years an N64 
gamer wal know the score, and it looks like we're going to have to 
do it ай again. (Eventualy.) 

So, for the time being. it's a tough call. To fully enjoy all aspects 

gaming canon, you have to get, or at least have access 
to, ш куер stone Thanks to the freedom сі a competitive 
marketplace, if you want to play 273 and Halo and Pikmin, you've 
no other opton. 

Back in issue 8 of Edge, our editorial optimistically predicted 
the coming of a standard, a VHS for games. We were right about 
consoles becoming increasingly similar in specification, and right 
about MPEG playback as standard, and network access as 
standard. But we were wrong about that single format. 
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All systems 
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Microsoft and Nintendo both lay claim to the spoils of a 
genuinely successful dual launch period 





s Edge goes to press, the dust has yet 
A tn fully settle on the US launches of 
Xbox and GameCube, which took place 
amid customary scenes of celebrity 
endorsement, competibons and queues, on 
November 15 and 18 respectively, In the 
weeks following the launch of the two 
consoles, a wide and sometimes 
contradictory range of sales figures have 
been released by a number of parties, with 
each manufacturer claiming a greater 
degree of retail success. Though it's still too 
early, and probably disingenuous, to 
determine which of the two came out on 
top, it's clear that, compared to the logistical 
glitches that beset last year's PlayStationa 
launch, both Nintendo and Microsoft have 


reason to be cheerful 


Three days later, Nintendo opted for a 
less ostentatious approach. Buoyed by a 
barrage of reports in the mainstream press 
that came aut in favour of the cheaper 
GameCube, the company held one of its 
regular Cube Club events in the lower 
Manhattan district of New York, attended by 
celebrities such as Lil’ Kim, John Turturro, 
Matthew Modine, and a three-storey 
projection of Mario. Nevertheless, despite 
the general absence of country-wide launch 
parties, gamers still turned up as far as 14 
hours In advance to pick up one of the first 
black or indigo GameCube units from their 
local K-Mart of Toys Н Us = despite the 
unpleasantly cold weather. 

Retailers were quick to come out in 


support of a launch penod that confounded 


Compared to the logistical glitches that beset 
last year's PlayStation2 launch, both Nintendo 
and Microsoft have reason to be cheerful 


ough preorder schemes were heavily 

subscribed, there turned out to be enough 
units on shelves for anyone that Draved 
opening night queues to pick up their 
console of choice - at least on the first 
morning of each launch, Which isn't to бау 
that the respective opening nights were 
bereft of hype. Microsoft's launch kicked off 
with a huge event staged іп front of the 
Times Square Toys Н Us, attended by Bil 
Gates himself. Times Square was bedecked 
in Xbox green, with green doughnuts, glow 
necklaces and even hot dog vendors 
providing a suitably gansh backdrop 10 a 
quick game of Dead Or Alive 3 between 
Gates and wrestling superstar The Rock. 
When midnight arrived, one lucky punter, at 
the start of the queue received a signed 
Xbox from the Microsoft chairman himsell 

Other midnight Xbox launches took 
расе around the country, but they chant 
come close to matching the size and scope 
of New York's monster gala. In San 
Francisco, for example, retail outlet EBX 
hosted its own high-spirited party with free 
роста and Mountain Dew, tunes provided by 
a local radio station, plus a raffle giveaway 
for Xbox games and a snowboard. 
Surprisingly, the queue (of over 100 people) 
didn't actually form that far in advance, with 
the first person arriving at around 6pm 


pessimistic observations of dechning 
consumer confidence, with Microsoft in 
particular wheeling out supporting 
Statements from major retailers. “The Xbox 
launch was the best launch | have ever 
been a part of, and that goes all the way 
back to launches like that of Nintendo 
Entertainment System, Super NES, 3DO 
and Atari," reported Dan DeMatteo, 
president of Gamestop, and echoed by 
Wayne Yodzio of Toys H Us. Meanwhile, 
Electronics Boutique's vice president of 
merchandising, Peter Roithmayr, pointed 
1o broken sales records. "it was incredible. 
We had the single largest sales day in 
Electronics Boutique history. This was a 
record we thought would take forever to 
be broken." 

Gushing endorsements from vested 
interests aside, й was impossible to dispute 
tne fact that both major system launches 
avoided nearly all the pitfalls of Sony's 
colossally over-promised, under-delivered 
Р52 release last year. With no convoluted 
preorder scheme or manufacturing 
shortialis, and no doubt owing to the fact 
that two consoles were on the market at the 
same time, availability continued to meet 
demand thanks to successive shipments 
from: the two console manufacturers. One of 
the upshots of this was that Internet auction 





Despite gloomy predictions that declining consumer confidence would negatively affect 
the launches of Xbox and GameCube, US gamers turned out in force to pick up early 
shipments of hardware, with titles like Luigi's Mansion and Halo also quickly snapped up 
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Though both Microsoft and Nintendo 
quoted impressive sales statistics, it 
remains to be seen whether these will 
dent Sony's PlayStation2 dominance 
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speculators got their fingers burned - 
perhaps the only audience sector to be 
significantly disappointed. Several bitter 


panies went оп record to register mer 


disapproval that the massive TEAS ot up 
to $300 that accompanied the PlayStation2 


launch weren t repeated this year. 
Anybody looking for frenzied specula 
only had to wait a couple of weeks though, 
thanks to successive announcements 
detailing sales figures, shipping allotments 
and software ratios. The tortuous, tit-for-tat 
process of determining precisely how 
successful the two companies had been 
was kicked off by initial reports from 
investment bank Goldman Sachs. During 
the week following November 18, It 
reported, more stores had sold out of their 
initial shipments of Xbox than those that had 
soid out of GameCubes. Of course these 
figures were after Microsoft's three-day lead 
but Nintendo quickly came out to declare 


the GameCube the fastest selling console 


aunch ever after it shipped 740,000 units 


Claiming to have sold 600,000 of those 
ints in North America dunng the launch 
period, it also declared a sell-through rate o 


Nearly nice that of XDOox, ӘЛІП ІШІ 5 
Tees Bes ism кшн s a беш aeui" 
Hansan пе Most popular conso ашпоо 


Jane ever" apparently 





aunch. In temns of tha al portant 
software ratio, this report held promis sif c) 
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rF'ayotabion, which each had а гав ої 1.8 


But then carne Microsoft's announcement 
that it too had had the most successful 


Nintendo also declared a sell-through rate of 
nearly twice that of Xbox, with Luigi's Mansion 
"the most popular console launch game ever” 


Still, it wasn't long before yet another report, 
this time by Credit Suisse First Boston, also 
an investment bank, offered another 
interpretation, pointing to GameCube sales 
figures of 469,000 units during its first week 
on sale. Xbox sales y comparison, were of 


5p. 000 units Guring the same weer 


bringing it to a total of 556,000 units after its 


launch of all time, or more specifically, the 
"best-selling videogarne console launch on 
record after two weeks of sales , and that 
Halo had outsold Luigi's Mansion over the 
same period. Though аңы eagerly awaits 
finding out what the best-selling console 
was after adde Jarter days 
folowing a full moon, it sadly seems that the 





Luigi's Mansion was, according to Nintendo, the fastest ever selling launch title, with Rogue Leader also doing brisk business. The hotly 
anticipated Smash Brothers DX, meanwhile, gave Japanese sales of GameCube a timely boost, compensating for the disappointing launch 
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For Microsoft, the region may 


ow ire m гъан печень in bil 
acquire a greater sanincance ant of 


Steve Ballmer's disclosure that the 
company does indeed have broader aims 
for its console than just the games market 
"We know we have to succeed but there 
is a broader concept there that we will 
pursue at Some point," he revealed two 


weeks after the launch, to the surprise 
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Some onlookers might have been unhappy 
that The Rock's drubbing of Bill Gates 
didn't take place in the ring, but the 
Microsoft chairman was in buoyant mood 





Microsoft also claimed some sort of best-selling status for its major launch title, Halo: Combat Evolved, while both Amped: Freestyle 
Snowboarding, and Tecmo's Dead Or Alive 3 also proved popular. But the company will have to wait to see how the console fares in Japan 





Gates talks Xbox 


While the Xbox launch celebrations were 
in full swing, Edge spoke with Microsoft I 
supremo Bill Gates, to discuss what the 
futura holds for Microsoft's home 


entertainment hub 


Five years ago, you argued that 
Microsoft's gaming focus would be on 
PC. Since then, quite a bit has changed 
and you're entering the market with a 
console. Where do you see Microsoft's 
gaming focus іп the next five years? 
For the hardcore gamers who want to play 
games on their TV set, the Xbox is where 
it's at. The PC is really different - that's one 
hing I've learned during this whole Xbox 
ess. The types of games are differe 
һе way people think about development is 
different. We can continue to make great 
improvements on tha PC side and we can 
make the Xbox haye better games, and we 
can make those work togethar. 


Do you see Windows and Xbox 
converging in the near future? 

Well, there's certainly common technology 
hat benefits the two, but they're optimised 
for very different experiences. So | would 
say, in terms of convergence, that there's 
some neat things we can do to make sure 
they work well together - that all makes 
sense. But first and foremost you've got to 


get people to understand [that Xbox is] the 
Dest game platform ever, and go out there 


and get Chica! mass, and then you can add 


a lot of neat things on to that 


Do you see online gaming becoming a 
major part of the console business in 
Xbox's lifetime? 

Yeah, we absolutely think that online 
gaming will ba a major thing 50 we're going 
to learn as we go. We spent a lot of time 
with the Xbox - we spent a lot of time with 
the developers and got thew feedback and 
designed around that, We made our bet on 
broadband gaming. We built an Ethernet 
adaptor into every Xbox and we put a hard 
disk into every Xbox, so it's a very different 
approach than anybody's taken before. We 
decided that, hey, If you want to play online 
games you're going to want to talk to your 
friends while you play. We can deliver that 


because of the assumptions we've made 
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Videogame television has had a chequered past, but the latest 
Channel 4 effort attempts to pitch the form to a broader audience 
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"Thumb Bandits' attempts to mix serious 
features with lighthearted reviews and 
previews. On present evidence the format 
needs some tweaking, but at least 
presenters, Alex Krotoski and lain Lee, 
know their games. Although it will never 
please everyone, the show is improving 


"Any cha 
and rox 
MT p ей 
being the с 


weekend te Jevision” 


«010 


лсе we get to cover sex, dr rugas 
ck n roll we jump es 
orne stode tO 


at- thes 
most viewer's 


ÜOexxjarmes a тал nave 
trs Ta fi THE Т папаг Wwe f 
ww] 3ameslisster "Bad 
i T ^ ғ Li - = hy р TF 
TUH = d | 
ena interactive entertainment 
1 kis i "үг ir ا‎ 
m 1d ites red 1 Hit 
гч личи Im na fi Dc ағы” 
maintaining Nan EW gures and 


satisfying the hardcore’ Blement Arguably 
none have succeeded 

Го remedy the situation Channel 4 | 
commissioned a new videogame show with 


the simple remit: do й Deter Рэі broadcast 
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the programme makers clearly have a tough 
task keeping botn enthusiasts and 
mainstream viewers happy. In truth, the 
show got off to a stutter ing start with the 
first two episodes altering in tone and 
structure and containing the occasiona 
factual error. (А situation not helped by the 
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defends Tim Brocklehurst, the assistant 
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was much better with stronger content and 
a more defined structure. Although things 
are looking more promising for the next 12 
episodes IL would seem that the philosophy 
Underpinning the programme strays little 


from tha well-worn paths of TV know-how. 


We are trying to open out the world of 


Adeoagaming to a much larger audience 


subjec 
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intinues Brocklehurst, “so алу chance we 


get to cover sex, drugs, violence апа rock 


n | we jump at - these subjects being 
he comerstone to weekend televisi 
Thumb Bandits thy drawing 
ғыз RND WW) uwewners fu r Г 
rably with 'Bits') and its presenter 
lain Lee ("The 11 o'clock Show’) and Aleks 
Krotoski (‘Bits ), аге 29 ішпе gaming 
enthusiasts. Both are keen to emphasise 


their passion for the form and point out tha 


difficulties of reaching two disparate 
audience strands. "Some viewers are 
boffins,” says Lee. "People just say, “That's 
the lanky git off the telly making fun of my 


юрбу’. But | am a bofin, | am a geek. l'm 
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The regional accents аге a result of the 
show being shot in and around Glasgow 
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Digital Media World | 


Dedicated games conference bears witness to the continued 
creative complexity of the videogame industry 








he videogame MASY was well For example, while Ernest Adams was 


represented at this year's Digital Media urging developers to take contro! of in-game 


World exhibition, which took place зі narrative, Spector was urging them to allow 
London's Olympia (November 13-15) players to create their own narrative 


Companies such as Softimage and Discreet Jonathan Small and Charles Cecil both 


demonstrated their wares to a captive discussed multformal development in an 


audience on the main snowftloor, but for the era of growing digital distribution, апа they 
first time, the event included a games меге each able to draw ther own distinct 


conference, which took place over the first conciusions, And а. gaming platforms 


two days о! the expo. Featuring a range of Were as important 10 some speakers as 


speakers, subiects covered included next-generation consoles were to others 


everything from interactive story 
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Surely this kind of discourse can only 


creative potential of wireless gaming. be a good thing? 


Warren Spector was the most articulate and 
entertaining speaker, delivering a lecture that 
exhorted the с levelopment i E inity to 
provide players m they deserve 


ж 











пе Only real опре that can be levelled 
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at the event was the poor attendance 2 Ы 
с, it to find (even David Erebi Was 
nitially turned away by overzealous 
doormen), When the conference got gong 
though, there was much to commend it 
Though there was a surprising amount of 
me ateri y al that hard been recycled "Wi 
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Jason Kingsley of Rebellion and Andrew 
McKlennan of Steel Monkeys led а 
discussion about Strategies for 
Independent Developers, in which the, 
outlined TIGAS attempts to come up with 
an alternate funding structure to 
C согарервәгә for publisher conservatism 
Revolution Software's Charles Ceci 
spoke eloquently about crossplatiom 
episodic content development. And Chris 
Bateman, of international Hobo, delivered 
an excellent talk about interactive 
storytelling which was unfortunately 
curtailed due to time constraints. 

Warren Spector, delivering his talk 
ма а ive satelite link-up, was undoubtedly 
the most articulate and entertaining 
speaker, delivering an organic lecture that 
ranged widely, and exhorted the 
development community to provide 
players with the feedom that they 
deserve. But the real highlight of the 
Digital Media World games conference, 


was the diversity of the opinions that While the showfloor allowed show-goers to evaluate a wide range of animation packages, 
were on affer, it was also possible to take in a wide variety of opinions about the future of videogames 
p y р 











аъ 


Photography: AI nilo Phot M 


кеше prada HW RU посету 
announced plans to set up an Incubator fund 
to support fedaling developers. Using | 
proceeds from the sale of a porton of his 
stake in the company, a 20 bilion yen (£1 10m] 
investmant fund will bre set up in January, 
While the move will allow the Nintendo: 
supremo to avoid capital gains tax. ls also а 
Gear response to increased competition for | 
developers lollcwing the entrance of Microsoft 
into the market, and follows the company's. 
reduction of ts thirdparty licensing fees. It also 
follows Ihe recent releases of Pikmin and 

of the GameCube in Japan, following a 


cut for PlayStation? in Japan, tc Ұ29;800 

(£165), The company has alse announced 

plans to officially launch PlayStation? in South 
Korea. Previously unavedatie ігі the region 

owing to а cultural import ban between the 

two countries, and high mites of piracy, the 


теме із іп responsa to Miorosoft's decision to. 


launch Xbox in the témtory. 

in related naws. Hisashi Suzuki has 
announced that he sto resign as president | 
and CEQ of Square following the disappointing 
performance of the "Spirits Within! movie, and 
Sony's aéquisition of an 18.6 per cent stake, 
COO Yoichi Wada will replace him. 


European Dreamcast owners can finally 
officially choose to access the Intamst through 
the ISP of their choice. following Sega 
Europe's decision to stop acting as exclusive 
provider of Dreamcast internet access. 


senices. The télease of new browser software 


to replace Dreamikey versions 1.0, 7:5, and 
2.0, will alow Dreamcast owners to use апу 
Өліге gaming will continue to be supported 
over the new browser, while Dr'eamarena portal 
Services are to be merged with Sega Europe's 
Web sime available at www зәда-өшторе com, 
The company was keen to emphasise that its 
partnenship with BT will continue. 


011 > 





BTopenworld unveils new 9 


Focused content strategy kicks off with premium games service, 
as PlayStation2 access trials unveiled 


aming service 








BTopenworld's head of games, Geraint 
Bungay, highlights ease of use as one of 
the strengths of the company's offering 


Recently Reviewed 





Untortunately, due to a production 
error, last issue's review of GTA ЛІ 
was accompanied by an incorrect 
score. The correct Edge rating was 
eight out of ten. 


Recently Reviewed 


[na bid to move from its current general 
| portal offering towards an emphasis on 
significant content sectors, internet service 
provider HTopenworld has announced а 
paid-for games service. Building on the 
recent acquisition of key assets from Games 
Domain, the company has unveiled a 
subscription service operating at 
wwWw.gamesdomain.co.uk for a fee of £9.99 
per month, Although the service is available 
over both narrowband and broadband 
connections, and open to non-BTopenwortd 
subscribers, the fact that it's being launched 
concurrently with a similar premium rate 
music service, would appear to indicate a 
bid to drive broadband uptake ~ despite 
protestations from BT to the contrary 

Given the preponderance of readily 
available freeplay sites, BTopenworld hopes 
that several strategic partnerships will deliver 
the sort of compelling content and service 
that can persuade gamers to part with their 
cash. “Advertising and e-commerce won't 
sustain these business models any more," 
argues the company's head of games, 
Geraint Bungay, explaining the move to а 
subscription service. "It's the only way that 
we can offer a professional quality service 
and guarantee being around next year. We'll 
be able to offer exclusive windows – so a 
game may come out but for the first week 
or first month you can only play it on Games 
Domain. And we'll have exclusive mods or 


Edge brings you a rundown of last issue's review scores 





Title | Platform Publisher Developer Score 
Halo: Combat Evolved Xbox Microsoft Bungie 10 
Civilization 11 PC Infogrames Firaxis 9 
Freestyle Snowboarding Xbox Microsoft In-house В 
Jak And Daxter PS2 SCEA Naughty Dog 8 
Project Gotham Facing Xbox Microsoft Bizarre Creations B 
Shenmue il DC Sega Sega-AM2 8 
Virtua Tennis 2 DC Sega Htmaker 8 
Dark Alliance PS2 Interplay Black Isle Studios B 
Grand Theft Auto W PS2 Take 2 Interactive Rockstar/DMA B 
Minna De Puyo Puyo GBA Sega Sonic Team a 
Oddworid: Munch's 
Oddysee Xbox Microsoft Oddworld Inhabitants 7 
Ріктіп ас Nintendo In-house 7 

. World Rally Champ'ship PS2 SCEE Evolution Studios 7 
Bravo Music PS2 SCEI In-house 7 
Half-Life PS2 Vivendi Liniversal Gearbox 7 
Doom GBA Activision id Software/David А. Palmer B 
Sou! Reaver 2 PS2 Eidos Interactive Crystal Dynamics 6 
Fuzion Frenzy Xbox Microsoft Blitz Games 3 
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maps. We're going to launch two maps in 
the next few weeks developed by the guys 
who did Quake 3 Team Fortress. We've paid 
those guys to develop a brand new map for 
us that wil only be available on the Games 
Domain service. Then there's customer 
support from Alien Pants, which wil be 
running leagues and competitions, and 
encourage the community to build. And 
because it's a paid-for service, you know 
that that community is going to last." Other 
Strategic partnerships include Electronics 
Boutique, which will provide backend 
infrastructure, and Exent technologies, 
which has recently trialled games on 
demand over broadband connections. 
Apart from supporting online gaming 
via the PC, BTopenworld will aiso conduct 
technical trials to facilitate network 
connectivity witn PlayStation2. "We're 
KICKING off the technical trials in the next 
ему weeks, which wil run for several 
weeks," explains Bungay. “But when the 
PS2 goes online you'll be able to access it 
via narrowband or broadband." Whereas 
cable operator Telewest seems to be aiming 
for a more content provision strategy with 
regard to the PlayStation2, as reported in 
E39, BTopenworld's deal is purely about 
access. "So if it's narrowband, you plug it 
into your standard phone line, and if it's 
broadband you use the network adaptor 
that Sony are going to ship at some 
point next year." 


The new premium rate service was 
demonstrated at the BT Tower, with 
multiplayer Quake and Castle Wolfenstein 





Eventually, the service will grow beyond 
the obvious target audience of hardcore 
gamers, to encompass the mainstream 


























Milia unveils Think Tank keynotes 


Forrester Research looks at the mainstream 
in its keynote speech in Cannes next February 
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eed Midem and Forrester research Achasor for our conferences at Milia 2002." 
have announced details of tha declared the exhibition s executive director 


Laurine Garaude, “Naturally we continue to 


-a ul تی ا پت نت صر اغ‎ tro, mmc aa, т 
Ceveloo the conference to ensure we build 


Think. Tank Summit 2002, that will 


accompany Milia 2002, Tha World's 


TERMINATORA AND Sea FOR. Р 2 


Ду ee ^u 48 ғаға Тін» pcos ode ғас ғә polit "à hm imi‏ ا um eonim‏ تقد جیا 
feractive Content Marketplace. ror ine I RES АДАК х quality оеодата m‏ 
regi tex rer‏ ا is EE E E T = TT MUERE,‏ 
n } LJ Sok ті не МЕЗ те wien ЕЗ тш pw СЕУ LIS a Li “күп іш addresses‏ بج 
eet roe ДЇ‏ سق an += D xl Cu sume tho eee? Qaa cg mE tr an Gr f ea dq‏ 
ЛІ taxe piace over tne first TWO days or ine 53 АЛТИ OF Иш ИШГЕ o MSL ӘЛЕН‏ 


overall exhibition, which runs from February мвюпалев and business leaders. 


ULTIMATE 


4-8 at the Palais des Festivals in Cannes, Once again, those attending Milia will 
and is dedicated to developers of content also be able to check out the Game REVIEW 
across broadband, interactive TV and Developer Village, and the winners of the | GUIDE 
AOS anes £u ий ага New Tai ient competition Now ARM 
Nagle Green, the Mar cot that the deadine has passed for INCLUDING. 
Director North America, of Fc ester ааа ааа og velopers tb reaster for tha 
Hesearch, will be delivering an address Зате Developer Village, a committee 
WGN lo ока а the el i М Шеш 3i тему -omposed of event sponsors and media 
tecnnoloqy by meisnstream consumers Danners ш eni the proces , 
ніга з ке me coessiul applica 
ractive' looks at effect tt hence Meanwnae. the 15 winners ; 
sector will have on content delivery Talent Competit also be judge: 
platforms, and outline ІНЕ ( ;ompany s latest before Succe " anolicants are orar | dia Hil 
forecasts, "We are extremely happy to opportunity to showcase their work in Sadly, Edge's US sister magazine, "Next 
welcome back Forrester as a Research a dedicated area at the exhibitior Generation’. will be closing after releasing Its 


final issue in January 2002. marking an end of 
an êrê, Launched in the US in January 1995 
‘NextGen’ was intended to ertuiste the 
success of Edge, reaching its раак m 1996 
with an attendant website that became the. 
industry standard іл the US, During its run, it 
won praise froma wide range of quarters, 
including ‘Time’ magazine, 'USA Today", “Тһе 
Wall Street Journal’, ABC News and ‘Fortuna’. 
proved to be “а magazine of itè tima,” 
according to imagine president. Jonathan 
Simpson-Bint Edge wishes the team the 
best of Juck in its future endesyours, 
Concemed Edge readers should nots that 
Edge i в separate entity and в unaffected 
by the closure. 


London's Institute of Contemporary Arts will 
be holding a conference on January 17 
human body. The event kicks of with a panal 
discussion at 5pm. and features the likes of 
Edge columnist Steven Poole, Nike's Нау 
Riley and neuroscientist Danial Glaser. The 
event will be sponsored by PlayStation. 





The move follows а lawsult fed by the ^ | 
Baldur's Gate developer against Interplay over 





Taking place next February, Milia should allow representatives of the European games 
industry to reflect on what is promising to be a very successful Christmas retail period 











а breach of contract. BioWare has stated 
that the game is still dua for release іп 2002 
with a different publisher and the company 
is aiso at work on Star Wars: Knaghts of the 
Old Republik 


Namco has sald It is to develop a range of 
penpherais for PlaryStatian2 to make 
videogames more accessible to the physically 
handicapped. Spokesman Hiromichi 
Kawaguchi has announced that clinical trials 
controllers; whioh will vary іп design to cater 
fora range of disabilities; The step builds on 
the company's 15- year record of developing 
equipment for the disalied. 


Entertainment's GBA conversion of classic 
adventure game Broken Sword, due for an 
early 2002 release. Tha game will benefit from 
advanced data compression to fit it ай on to à 
sited to the GBA controls. fr wil also feature 
several easter eggs to reward players already 
familiae with the titio 


Team 17 has announced a partnership with 
G-ciuster а company devoted іп bringing 
networking and server technologies to 
in-flight entertainmant systems. The 
developer's multiplayer tite, Worms World 
Party. will be the first game available over 
G-cluster technology. 


Kuju Entertainment has unveiled a technology 
deme for Motorola's DragonBall МХТ 


microprocessor designed for use іп wireless 


devices, PDAs and web) browsers. Entitied 
Кшшвалв, the деті raises tha possibility of 
videogames featuring speedy, full colour 
graphics over a wide range of devices 


Judging by adverts taken out in trade papers 
recenti. Amstrad has been snapping up 
copyrights to саяс Sinclair and Spectrum 
tithes. While the company has yet to comment, 
the ads refer ta "an exciting new project due 
to launch in 2002”, It's more than ikay that 
the company is planning to take advantage of 
haw market opportunities presented by 
interactive devices such as set top boxes, 
mobile phones and PDAs. 
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Tracking developments in development 


Advanced тарріп 


When Kuju couldn't find the right mapping tool for its 
Game Boy Advance project, it decided to make its own 








Harry Dennoim, softwan engineer , Кии 
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W hie 'Codeshop' usually focuses 
3 ^ 7 қ wank cnmmmley tecnmcd 1 
Everyone's invited on highly complex technologies 
there's still the occasional reminder that 
the lone coder can make his mark in 


Released under a modihed libere, 


known as the Kuju open source 


tha development process. One 
example is Kuju's 'Mapster' utility for 


licence, 'Mapster' |5 avallable as a 


Tr 
I download from th 


mod РЕ г ПРЕ? A - ъй” А -a + "ы. 
кайы Th the Game Boy Advance, which has 


er Пен E: Webs 


executable and sau been released under an open source 


mere 400-odd К. with the rest licence from the developer's Website 
comprising of the manual. The “Тһе problem occurred a couple of 
program itself runs on Wings and months ago when we were working on 
WinevO0, and supports the some Game Boy Advance games, 
which were using the hardware's ability 
to render tile-based graphics quickly 
Untortunately there weren't any good 
authoring paths available," explains 
Kuju software engineer Harry | ы "ues 3 ee 
Denholm. “To get art assets into our 


game engine, we were having to put 


send the 1 
We 1 таке sure its all in place and 


cd then it can be re 





them through something like six 
diferent applicabons. " 
А programming There were a couple af commercial week later, Kulus artists were using 
community might be able to help tools available and Kuju's attitude was 'Mapster' to design levels, which 
with. "If people like 'Mapster’ and that if it was going to spend money on previously had taken days to complete, 


lake it о t will encourage us ‚ _ 
tools, it wanted the source code as wel namate otc hours. 
Eis rm. CONT MH 
БОЛ would be able to modify it later "The application makes maps, 


More research revealed another basically,” deadpans Denholm. Artists 
programming PlayStation? possible solution. Called "Tumerc’, the create a palette of xê pixel tiles and 
peculiar architecture, "The freeware mapping tool was flexible but then can simply place them onto an 
PlayStation2 is a fantastic console ran on DOS and only supported a tow arbitrary-sizad background to create 
bul writing your own tools would i resolution of 320x240 pixels ther levels. One neat addibon 

"We didn't have the time to get up mpiemented was a smoothing function 
to speed on it and anyway it rint not that allows artists to autornatbicalh 
have done everything we needed, so I blend between the different tiles. “It 
said, ‘| can probably write a tool in a took tne artists hours to blend all the 


day-and-a-half'," Denholm recalls. One areas together, It was a real pain. So Developed for an as-yet-unannounced 
Kuju Game Boy Advance game, the 
open source version of 'Mapster' comes 
do it," says Denholm. “ was great complete with sample art trom 
se we could solve other a topdown racing demo 


you can pet гите по built and 


WOFRIDR ] Very ПС К hi 





we wrote this itte tool in 'Mapster' to 


becau 
problems from within ‘Mapster’ as it 
was custom written." 

The resultant map file is exported 
from 'Mapster' as a high resolution 
high bit-deoth TGA image. "We know 
the pipeline from the authoring tool to 
ihe game engine can be different Tor 
each developer so there's no point 
writing a specialist exporter," Denholm 


ЕЕ 


| 
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explains. "But as an Image file, people 
can do what they want with it. And 
because we've released the 'Mapster' 
source code they can write an exporter 
to their game engine. The whole point 
of 'Mapster' 15 creating an easily 
configurable authoring tool so we've 
tried not to lock it down to any 


particular paths." 





Using 'Mapstar', artists can set up a palette of different 8х8 pixel tiles which they can س‎ — Me 
then simply place to create the overall level background WAW RLC —— 
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The name g 


As middleware comes of age, LithTech is making 
its technology stand out thanks to some funky branding 





Connected 
development 


Ж е сәга development 
One of the big issues for midcdliewan 
vendors at present i integration y 


е рат LHW ruere 


а fy 


companies rely on integrating othe 
lechnaiogies because they don 
provide comprehensive Solos 


^l 








Aliens Vs Predator 2 в an example of a time-sensitive project which employed LithTech's 


Talon’ system to ensure its release date was met 


Of gur [иси 15 Wes и Га he sella por b rrickdiesvare useri ' а geveloper: eina Talon expiain te h А | Xn i ж devel Т er ў Mass vely 
он] h as погиб io^ Seius oe cols ni ue ieri: "nx ұй n и АҺА ' "wg 
io De Іле qua te ТӘСПІ, Lime ED Jeffery Hutt еп азкес MultiPlayer (MMP) games,” predicts 
ue TE OW, with: the байте tor mansien ї developers might have a probler к. ^M Әле AOrea recenti 
В аооегнапое омет, more БІЛЕГЕН БЕЛЕ saming they aren i using tne most developers wanted to léam about 
developers with a full suits a , 
¬ s a EL Та заты it ss اغ‎ : = Я аа t 
A ^ ye coming into focus. For US vendor feature-heavy engine available. "Some Discovery' and the details of developing 
creation tools. Of course, oui = ) j - 


a modula Lith Tex TT THES rmmeans a Sparking set of 


Сеувюрегв create products that take 


ith Tech-powered online games. While 
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- j new names for its suite of tools more than a year, while many others the MMP market is relatively young 
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штіхейа nomenclature, ‘the LithTe cames in less time.” he says. "Since yowth in online gaming, particularty in 





Engine’, the different options available 
ire now dermarcated by ihe names 
Cobalt’, ‘Jupiter’, ‘Talon’ and the 


forthoomina ‘Discovery’. The 


"rt 
F 
Jupiter 


shipping games during the next 6-1 
months, | am confident they will бе 


armed with the horsepower to create 





infrastructure is ahead of the US." As 
with the other systems, ‘Discovery’ is 


already being used by Monolith in an 


а — -: ең - Е т = РАР سر س‎ m т, mpl. 1 ары buen ч mam таң =, 
system mE Lin lec cuthbing-edge Games that a па раг or SUDE 1 35- wet -unanmnbounced game 
engine, and is being used by sister the technology in other leading games тесп invotvement in onime 
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ompany Monolith to develop Мо One Win cross-platromm adeveriopment a jarninag паз ASO been siranginened Dy 
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Solid environment er VSLIFITYG developers 





crucial aspect of middieware, Cobalt 


features ав LithIech s first generation 


technology is used in Real's electronic 
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Рауға Ое; which m currenth, same distribution platform 'HealArcade . 
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Alens Vs Predator ‹ Forever 2 trom the РС, A se 3 HealArcade says mult, "in adaton to 
jon t think there will be a stigma generation technology wil be released the standard retail channel, 


in 2002, ав will an Xbox product, which 
has been tentatively named “Nautilus 
The pricing model for ‘Jupiter’ is $250K 


per product, per рапопт, while Talon 


gee) „= д PIE ry " Р =) 
nealArcade represents an excelent 


ODpontunity for established developers 


and publishers to release Lith lech- 


powered games eiectronically and eam 
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LithTech's 'Jupiter' technology is its cutting-edge product which is being used to develop the 
sequel to No One Lives Forever. These screens are taken from work in progress 


Pernaps the most interesting of the 
suite though is ‘Discovery’, Lith Tech 5 


long-awaited massively multiplayer 


and downloadable games. | realty like 
the беху this provides because 


developers aren't required to produce 


m ғы ға ака чы” i т“ Lam чай "M у = -r ғ rcr mg os nm а ope 
server technology. "Discovery, whic a special downloadable version of 
combines ' Jupiter level graphics with a their game 


i 
TM x Lii ығ M ғаны аға Aa „= 
пре mulli-Senryer networking 


тосе, will ое the pre-eminent Hense 


ІПІҢ www.lithtech.com 
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"It revealed: inventor Dean Kamen's single-person 
human transporter, Seqway, makes its debut 


AMT 








Unfortunately, the comical Segway video does little 


more than make its passengers look foolish 








Game On's celebration of 40 years of videogaming 


сол. Segway to success 


US: About a year aao, the Intemet was aw th rumo fa 
radical new device, known any as 1Ғ, Suggestions ranged from 


gyroscopically-balanced two-wheeled personal transporter to аг 
anti-gravity vehicle. Sadly, those who pumped for the 
qyroscopicalty-Dalanced two-wheeled personal transporte 
bang on, and the end result is the Seqway HT (human 
transporter). Though fairly basic in appearance, Segway ls loaded 
with state-of-the-art high-techery, including twin 2hp b ifi aer 655 
ЕЗӘСІПІС motors, апо ал mertal sensor assembly developed by 
British Aerospace. Two tilt sensors and five gyroscopes work іп 
concert to maintain the machines upright onentation. While many 
famous pundits have halled Segway as an epoch-making 
breakthrough, the corporate video (downloadable from 
WWW. Segway. сог) 15 unintentionally hilarious. 


Game On for videogames 


UK: There have been many written histories charting the rise of 
new but good exniDimons disces ming Кез hardware 
releases and contextual socal comment, have been thin on the 
ground. To change ай this the Barbican Gallery in London is 


organising an exhibition which explores the 40-year history of 
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computer gaming (1962-2002) and analyses the creativity and 
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16th May to 15th September, visitors can expect to learn about 
the essence of the form by exploring 11 themed sections. Some 
250 exhibits will be on display including the first arcade game 
Space War (1971), nant up to more modem developmants 
nauding Nintendos GameCube. But don't 
won t just бе hiding inside glass cabinets, there'll be an area set 


worry, the consoles 


cium: "rm Гол: AT қ - im, ғ m Fa ғ Aree ar Aer Р 
aside with over 40 playable games. Go to www.barbican.o g.uk 


for More informatio 










ik g cartoons, games such as the 
Ge be's Luigi's Castle are unique 


* 


vironments down to the smallest detail." 


Tem Wion ting himsef up in the "Denver Business Joumal 


“The infrastructure isn't there yet, so we're 
not at the point of announcing it. | know 
some people think Nintendo will be in 
trouble once online games become more 
popular because we were so conservative, 
but we already have games that use 
communication, and we're still looking into 
online servers. - We can dive right n^ 
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РЕ desc 1 = ban rrr 
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“Нігоакі Yotoriyama and his team at Namco 

Development Dept#1 are back and must do 

what others so far have failed to accomplish: 
They must top themselves." 


A poignant eioi bloooer in ‘NextGen’ maaarina 









"Some people think he is Lara 
don't even know һе is a real ре 
Haly driver Richard Burns retallates іо Coin McRaai 


that ha has a big Î neag at www eurosari 


Eightplayer football on the cards 


Japan: Along with one of the longest names of a wdeogame in 


recent memory, Segas latest football title is likely to take up a lot 
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Europe: Get ready for the wave of Jave-enabled mobile devices 
amving in Europe next year. Moreover, prepare yourself for the glut 


of retro classics which are about to make use of the new 


technology. Digital Bridges and iFone are set to bring Taito and 


pay schemes have still to be песе 
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| Sega's extraordinary loss from disposal of assets and losses on | 
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One of the biggest coin-op set-ups ever: the 
eightplayer version of World Club Football Serie A 
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Pocket Music on GBA: effectively a cut-down Different ‘skins’ are available for the sequencer, 
version of Music Generator 2 on PS2 depending on personal taste - or lack thereof 
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сив» A very PC Christmas present 


UK: Deep Thought, Deep Blue, ASCI White. Тһе world has seen 
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What the discerning, well-heeled PC gamer uses: 
Edge's iWin PC is now installed in its own office 


processor, 256MB RAM and an Nvidia GeForce 3 graphics card 
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UK: Game-Trak, created Dy Inventor Eliot Myers, is able to track 


the position of boxina gloves and move them around onscreen, 
making + DOSE hi it іні” 2 p рға Г Tieg v TTT an T г DE 1 zr) É 


anale, The hardware could retal st under AÛ, and в applicapie 


to more than mere boxing games. Its success, though, f lepends 


en the presence г { cr ftware Ti We Compe ir than a «Гарей ө 


5 ge 
with the ‘Rocky’ soundtrack. Go to www.in2games.uk.com 


ІҢШІТІР 
АНИ 
i 


ITE E 
Il ІШІ? II 


ПШР inl 


Tape en 
TOUTE 


ІШІПТІ!) 


Н Мн, Ea ШІШІЕ!! 
Т HAM Г Japan: It's not be the first version of Roommania#203 to appear 





ШІН ' 
TIME ERES 7771 
TIR ШИИ وا‎ -— endis == oh ue - 
: кенен итүне n Japan (the Dreamcast version appeared last year) but the 


А were фа ГЕ 


ic na 


a 





эша vOyeurisuc rancha — now COMM E — COUR enve 
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Computer People. Though 15 years span their releases the 


| manner in which the hero can be infiuenced by operating items 
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Wales: Comfy is a Cardifi-wide event which looks to begule 
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tors over the Christmas period with a number of entertaining 


yet relaxing exhibitions. One such ‘installation’ at the 139 gallery 





in Mill Lane is designed by Chris Evans and allows users to have 
2 Ң а gentle game of Pong, while at the same time proyecting ther 
LIN Carr, е 
| skills onto the pavement outside. It's a cleverly crafted street art; 


Roommania#203 provides the opportunity to though those adverse to stepping on cracks in the pavement 
torment a little computer person. Hang оп... may find the moving components just too overwhelming 


Edge staffers' TV fame 
That hung-over look recorded for posterity 
Sea Monkeys 


They're alve! They're alive! 
The Best Christmas Album In The World... Ever! 


The office resounds to a-rop-a-pom-poms 


Import duty 

A painful levy on Xbox GameCube fans 
Next-generation willy-waving 

Microsoft and Nintendo both declare US victory 
Demise of 'NextGen' 

Nigel Edge looks to the labour exchange 


Pavement Pong: part of the ‘Comfy’ event taking 


place in Cardiff over the Christmas holiday 
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t's not like it was against the referee's brief 

summation of the rules, which, for the record, was 

"five-a-side, seven minutes each way, no balls over 
head height, and no concealed weapons". You 
could blame the Brutal Deluxe nature of post-office 
football, or the worn-down treads on RedEye's 
Adidas, both of which certainly have something to 
do with the situation RedEye finds himself in. But 
really, it's easier to blame human nature. It seems 
you either love RedEye, or you hate him ~ either of 
which, of course, is fine, since there's nothing worse 

The three key events of Wednesday night's 

game. Event one: during the pre-match warm-up, 
RedEye catches the ball full on the volley, and sees it 
soar into the gallery, straight into an onlookers face. 


А friend comforts her, motioning at one of the 
opposition — let's call him Zangief - to stay where һе 
is. Zangef stares at RedEye and gives him а nod. 
Crunch. This nod says Spinning Piledriver. 

Event two: RedEye, having managed to keep 
out of the way of the Бай for much of the game and 
better part of valour, there is only one option, and 
that is to run. Fear propels him like lightning down 
the side of the beige rec-centre hall. He is acutely 
aware that something is coming at him from the 
side with а momentum approaching that of one 
of 18-Wheeler's finest. He tries to change 
direction. He slips. 
through the air, fipping, spinning. losing track of 
which way is up. Spiit-spiit-seconds stretch to hours, 
and gravity seems nowhere; he thrusts out an arm 
to provida a clue, Then everything speeds up, the 
floor rises up to meet RedEye and the sound of 
something snapping echoes round the gym. It's like 
nothing he's ever felt; strobes of headache white 
compressed into a millionth of a second, a rusty '50s 
Slinky Spring constricting at light speed around his 
right wrist. He vomits, and that Is the last thing һе 
remembers. RedEye blacks out. 


feels like cotton wool, and oh, it hurts. RedEye looks 
across to his shelf, at the line of perfect-white 

dolls labelled with incomprehensible science. He 
pops the cap off one - something of a feat in itself, 
since he has to do all this one-handed - and drops а 
Couple of red/yellow capsules onto his keyboard. For 
the next seven days he's going to be on a cocktail of 
tiny rainbows. Unfortunately, none of them appear to 
be power-ups. Shame. 

But the real problem is that for the next month, 
RedEye has lost the use of his right arm, which 
impinges upon his favourite recreational activity. No, 
not that, or that, either, and he hasn't done that 
since he was 12. Of all the videogames in his recent 
(albeit for high stakes; slip. and RedEye's enforced 


REDEYE 


A sideways look at the videogame industry 


and Super Monkey Бай. 

Excuse this selfish moment of emotional 
philanthropy, but what happens to gamers for whom 
using both hands isn't an option? The Xbox pad has 


RedEye's not asking for every game to be like this; 
some things warrant control complexity. But a lot bf 
just excludes people: Why can't we just make things 
easier for everyone? 

Perhaps we don't want to. Our club is exclusive 
and comfortable, and we're scared that massmarket 
appeal might change that. We don't push for 
accessibility or simpler controls because then we'd 
lose the value of our arcane knowledge. The industry 
don't notice the complexity because they're too 
busy coding interfaces incomprehensible to 
othenworldly systems handed down through the 
generations. ico showed the way by offering a 
beautifully clean screen and a word that behaved 
exactly how it should - a world that didn't need an 
instruction booklet, or a percentage health system. 
Avoid losing girl for high score. That's it. 





So it comes to this: Thanks to a reckless volley 
and the piercing crack of bone on varnished wood, 
Wednesday night football is temporarily replaced by 
its digital equivalent. Not Konami's Pro Evolution 
Soccer, which requires the ability to both memorise 


Some things warrant control complexity. But a lot of game's don't, 
and overcomplicating their interfaces just excludes people 


Start, Back, and a D-pad. Halo uses everything but 
the D-pad, and allows only limited reconfiguring, 
which Can prove a game-terminal problem for 
while he's incapacitated, surfing the Web one- 
handed as he suspects a great majority of Internet 
users do, a litte research reveals Namco, supported 
by the Japanese government, are producing 
peripherals for disabled gamers. 

The real solution, though, has to be minimalism 
at the design stage, as exhibited in Super Monkey 
Ball. А simple control system doesn't just aid garners 
used a DualShock? "And X does this, and R2 does 
this, and Select changes the carnera, And circle... 
damn, What does X do again?" It wasn't always 
instinctive, and not everyone has the patience to get 
past the first hour of clumsy acciimatisation. 
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analogue sticks, but by a Commodore Amiga, a 
of majesty. Both games replace a two-footed 
dynamic with a hand-based approximation, and 
assign dozens of buttons to every conceivable 
Cruyff tum, but they'll still never precisely mimic the 
way football is — the way it feels to race with the ball 
and to lose control; to regain consciousness 
surrounded by friends and a weeping Russian giant; 
to find yourself breathless and covered in your own 
it's Бий for us. Sensible |5 for everyone, and that's 
what gaming really lacks, 





RedEye is a veteran videogame journalist. His 
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he graphical power of the new generation of 

consoles has, quirkily, entailed a reduction of 

quality in one aspect of videogames: the cut- 
scena. It used to be that cut-scenes in FMV were 
lovingly rendered on hardware much more powerful 
But these days many developers seem happy to 
engine. So we're watching cut-scenes of lower 
visual quality than in the past, and yet we seem to be 
watching ever more of them, 

This is a bad omen. Even in Metal Gear Solid 2, 

really prefer to make films. Given a matrix of 
Snake's tanker infiltration, could stand comparison 
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with any number of studio actioners. All power to 
Kopma-san if he wants to overturn the nauseating 
example of Squaresoft's Final Fantasy movie (a really 
long, boring and incoherent cut-scene) and make а 
CGI feature that's actually a good film. But do we 
really want him to practise doing that on our time’? 

Everyone knows that the problem with 
cut-soenes is that you can't play them. But they 
to be used as a dumping ground for actions and 
scenes that cannot be managed in real-time 
gameplay. Now it could be argued that in MGS2, 
Kojima uses the tradition of the cut-scene to toy 
creatively with the player's expectations. By 
introducing an enemy in a cut-scene and readying 
you for battle, only to reveal that you won't be 
of unpredictability and thus excitement, Yet a player 
might justifiably feel cheated by being locked out of 
closes the game's first chapter. 

We might give MGS2 the benefit of the doubt, 
given that it still boasts a great number of gameplay 
set-pieces that are engineered with extraordinary 
inventiveness and attention to detail. But the cut- 
scene as dumping ground for what the interactive 





engine can't manage 6 all too apparent in other 
games. To name just one recent example, for 
instance, Silent Hill 2 has such shockingly 
unsophisticated animation and control for the 
player's character that it needs a cut-scene just to 
show you climbing through a couple of pieces of 
wood nailed across a passageway. The repetitive 
enter а new room, moreover, is not only annoying 
but bizarrely illogical. If I'm walking along a leaf- 
Strewn path, why are my footprints white on black? 
At least the Resident Evil games have the grace to 
change the features of the creaky opening door - 
great, this time #5 paneled сак: now I'm really 
frightened- depending on your location. 

The prime example of what gets dumped in а 


cut-scene, though, is interaction with non-player 


Characters. Aside from the sporadic and 
unsatisfactory attempts at interactive dialogue, for 


instance In Outcast or Deus Ex, conversations are 
mostly relegated to little snatches of digital drama, 
framed in a boring two-shot and acted with ай the 
thespian vim of Will Self on downers. 

This is when videogames step most clumsily on 
the toes of cinema, that old-school multimedia 


experience, but it's often necessary - as when 
of all the amusingly silly military acronyms that the 
characters blithely refer to in their speech. The 
problem is that it distracts attention from, and 
better actors, people who can actually dekver the 
script so that it makes some sense, when the 
player can read the text simultaneously? And if 
we're going to have subtitles, | for one would far 
rather listen to the original language. | don't watch 
the dubbed version of “Crouching Tiger, Hidden 
Dragon’ on DVD: T we want to take videogames 
seriously as aesthetic artefacts - as seriously as we 
do films - then why should | be forced to buy а 
dubbed game? 

When money and attention is lavished on 
Cut-scenes at the expense of pushing forward 


TRIGGER HAPPY 





despite their widespread abuse, it is clear that cut- 
Scenes can Serve a positive purpose. Good cut- 

the game universe. A fina example is to be found, 
perhaps surprisingly, in Ace Combat 4. In between 


A cut-scene should establish atmosphere or relay information, 
and then get the hell out of the way so can we start playing 


mixture of superiority and craven envy. And it is 
when the aesthetic ам! between cinema and 
Wearlly, we sit through risible writing, or awful voice- 
acting, or woodenly programmed gestures that 
make the characters look like people who failed the 





scenes, though, is the fact that they have subtitles, 
Sure, usually you can turn them off, but the 
default is to have English subtitles along with the 
English voice-acting. This is an extremely odd 
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game tells a downbeat story of war using a totally 
different aesthetic style: its beautifully stylised cartoon 
frames set up an interesting counterpoint to the 
However, perhaps it is Grand Theft Auto ill that 
best understands how to keep it short and sweet: 
quickly back out into the streets. The role of a 
cut-scene should be to establish atmosphere or 
ой of the way so we can start playing. 





024 


ow has 2001 has been for all of you? 
| Exciting? Disappointing? As for me, it has 
bean a very exciting one! The reason 
simple: | developed my GameCube project. 
Sure we have been very busy and it has been quite 
a hard project, but | leamed a lot and it gave me 
greater confidence. 

The most difficult issues | had to face were 
certainly the time and the size of the tearn, Both 
were so tight! | can't tell in details but in the case of 
Super Monkey Ball, | didn't even have a year to 
develop it, just more than six months. Plus, there 
were only a dozen staff on it. More, it was the very 
first time | had worked on a brand new piece of 
hardware (not Sega's). Well, it had to be hard! 

However, we managed to release the garne for 
the launch and | have to thank my staff for that. | 
can't forget the great support | had from Nintendo. | 
really thank thern for their help. | had many worries 


й 


back at that time. What if we can't develop а 
fnendiy working environment with Nintendo?” "What 
if they do not provide us with sufficient technical 
support?" Yes | had many worries. However, | 
experienced on many occasions smoother ways to 
work with Nintendo than In a Sega-only 
environment. We integrated these positive lessons 
into our company. That has been very instructive 
indeed. Well, that's й for Nintendo and my project. 
Let's talk about my vision of the industry in 2001 

There was no radical change but | see a few 
points, which may nave interesting consequences to 
the future of this industry, Because of that, 2007 has 
been an interesting year for me, but many bad things 
occurred as well = such as the lack of change. Our 
business has to evolve; this has been the rule for 
years. If not, the industry would not have been abia 
to develop this far. And because no big change 
occurred in 2001 that makes me sad. Despite many 
elements pushing for change to happen. it did not. 

For example, new consoles have been 
launched, with two of them in the same year! Pius, 
compared to previous years, many big titles have 
been announced. In addition, there were many 
subjects related to videogames like "Final Fantasy’ 
the movie. Even with all these things, | have the 





feeling the industry has not evolved this year, | have 
one explanation among others = | think there has 
been no adventure. Of course the environment is far 
from favourable for such moves, but the curent 
trend is ‘по risk taking”. Worse, | have the feeling that 
many are waiting for others to take these risks. For 
to do? Well, | would suagest to wonder what would 
be fun to develop, but current thinking Is more 
negative. People start to say "This is not selling”, 
“This not good enough" or *This can't work". Then 
the same people look around and say "Look this is 
working. So let's do the same" or "Let's rélease our 
titie after theirs because then the market wil be 
favourable for us." | can't stand these trends. | think 
this is madness, no? 

Now let's speak about the good things. With the 
official end of Dreamcast, Sega gave up its hardware 
business. Then it started a new Не as software 
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Now what If VFA would have integrated new 
features like ‘Virtua Fighter Real Net Battle’ in ordér 
to make the game appealing to Net users. Or what 
from another company. Or even what if an append 
disk system is included so it would have been able 
to change entire aspects of the game like rules or 
adding new characters, etc. Would that be more 
challenging, interesting? | think this would help the 
game touch new markets, address a broader 
audience. However, speaking like this | would be told 
"Okay clever guy. so why you don't do such things 
first?" Well, l'm starting the process already. 

l'm working at this moment in order to have 
users say, "Whoa, the industry is now capable of 
delivering such things!" оғ” Yeah, that looks 
interesting!" | have the feeling | have already said this 
before, Super Monkey Ball has been a field of study 
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maker. And following this new path, Sega decided а 
multi-platiorn strategy. Great! However, it is not yet 
fully delivering. | don't want to спбсіѕе my company 
but from my point of view, | think Sega is still only 
making conversions of its most famous DC titles to 
others consoles. This is a side move, one console to 





for us in that perspective. Easy and friendly game 
play, plus muttipiayer-ready. Of course this is not new 
i my work, but the fact we had to target a younger 
audience and design something cute have been 
new challenges for us. | believe we did it. 

So now It is released, it gives more confidence 


The current trend is ‘no risk taking’. Worse, | have the feeling 
that many are waiting for others to take the risks 


another, in order to create volume. Of course this is 
not wrong but Sega's development power potential 
is not exploited at all, We can deliver more enjoyable 
games to users, in a vertical way. | mean going 
forwards, not just sideways. 

| think this applies to every company. For 
example, VF4 is going to be released on PS2. | ike 
this tie very much and | think it wil sell wel. But. 
from a user's perspective, looking at the game 
content | would see only two interesting features. 
One ls how Sega will deliver on PS2 knowing the 
company is famous for its development skills. The 
second point is how many copies the game is going 
to sell. Even if the game comes to another console 
like Xbox, | guess people would again be interested 
in these two points. 
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for the future regarding our potential, But this is only 
a start line; the real stuff is beginning now. I'm 
focused on my vision at this moment. | can't 
describe it in detall of course, but thinking of it makes 
те feel very excited. Plus, in other companies, | hear 
coming! | hope they will be translated into great tities. 
Fighting with ideas is the best way, the right way 
for this industry to keep going forward. Then, looking 
at 2001, | understand that the time you attracted 
people's attention with large-budget projects is over. 
| think this is positive. l'm working hard so year 2002 
will be our true multi-platforrn start. See you soon! 


Toshihiro Nagoshi is president of Amusement 
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él, it's been more than а year since we 
W wrote our first developer diary. Over the 


course of eight articles we have chronicled 


Brain In A Шаг ups and downs in the games 
industry. Although everyone here has been 
developing games for some time, this has been our 
first taste of going it alone, and it has certainly been 
an eye-opener. 

Despite having one game canned through no 
fault of our own, nearly running out of cash on 
several occasions, struggling to get a deal out of an 
industry cutting back on all fronts, working in a cold 
and leaky office through a miserable winter and 
fending off take-overs, buy outs and bailiffs from a 
number of sources, we are still here. 

In fact not only are we still here, but we're 
thriving. With a nice warm and dry office in the 
countryside, a development deal which pays real 
money and a team which, by January will have 


grown from eight to eleven, it's looking like we have 
served our time roasting in development purgatory 
and thinas are looking up. 

All this shows how determined we were to 
make it all work, and despite the odds stacked 
against us, we managed to keep going no matter 
now bad things looked. If Brain In a Jar had been a 
development team within a large publisher, we 
would never have experienced these problems, but 
that's because we would have all been laid off at the 
first sign of trouble. Our independence from 
shareholders, venture capital and anyone not 
directly related to the task at hand was the key to 
our Survival. 

Thankfully all that nonsense is now water under 


the bridges, and we're full swing into the development 


of our as-yet unmentionable title for an as-yet 
unmentionable publisher. There will be an 
announcement towards the end of January or early 
February when all will be revealed, but until then I'll 
just call it ‘Bob’. 

Bob is a licensed game and as such it presents 
an entirely different challenge to a games designer 
than the development of an original title. | have 
written countless original games designs over the 
years — some have made it to market, others have 
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fallen by the wayside, but they're essentially all an 
exercise in what I like to сай ‘making shit шо. Okay, it 
may be trivialising the whole process, but the point is 
if you wart a three-headed space goat in there you 
can have one. 

However the design of a licensed game is an 
entirely different beast. The only way you're going 
to get a thee headed space goat in there is if it is 
Zangor the three-headed space goat™ with his 
own comic book, TV senes, line of action figures, 
and forthcoming big budget Hollywood movie. 
With every aspect of the Zangor game subject to 
approval by the creator, his TV station, their media 
corporation and a whole army of lawyers, the 
games designer must treat the property with the 
utmost care, and try not to do this at the expense 
of a good game. 

Writing the games design for Bob was going to 
be an interesting process for me. Memones of my 


Nigel Kershaw, designer, Brain In 


previous encounters developing licensed games still 
gave me the willies, and seeing this rigidly enforced 
environment with little room for ‘making shit up’ 
which had to be shaped into an original and fun 
game gave me little comfort. 
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While | was beavering away developing the 
games design, the other members of the team 
were busy putting together what will be Bob's first 
official prototype. At times this seemed like we were 
taking a step backwards in our development - 
aoina from the polished and very pretty demos we 
had developed in order to snare a publisher to 
something that looked, at least superficially, 

a lot less impressive. However it's what's going on 
underneath the hood which counts and at the end 
of the day a fiashy demo is nothing more than 
that — pretty graphics showing off a core game 
engine with a rudimentary veneer of gameplay 
strapped on with the code equivalent of several 
rolls of gaffer tape. 

Bob's new demo, although no beauty queen, 
nas had its gaffer tape replaced with nice clean 
welding, and given us a foundation where we are 
confident that the code is not now hiding any nasty 


GAME DIARY 





surprises for the future. | think Bob's going to be 
cool, and even with over a year of development lett, 
itis already shaping into а classy game. 

This is our last development diary, and I'm glad 
it's got a happy ending. There have been marry times 


Our independence from shareholders, venture capital and anyone 
not directly related to the task at hand was the key to our survival 


| needn't have womed though; for once | began 
to get stuck into the process of pulling a design 
together, my initial reservations melted away. The 
nuances of Bob's licence and its suitability for turning 
into a videogame soon became apparent, and | 
began to really enjoy the process of working on the 
often overlooked areas of a design. With the broad 
sweep of the game already decided for me, | could 
concentrate on things like the control system, the 
user interface, how the player learns to play the 
game, and the process of keeping them coming 
back to a game time and time again. All areas of a 
design that are often overlooked in the rush to 
present the big sweeps of creativity such as 
storylines, character biogs, interesting vehicles and 
weapons. Design is not just about making stuff up. 


EDGE: 


over the past 14 months where it seemed like we 
had made a big mistake, and times when we 
completely lost faith in the games industry. But 
bollocks to all that now, because we're still here, and 
Still independent. 

To those of you stuck in the realms of the 
wage slave dreaming of setting up your own 
company | say По it. Don't expect it to be easy, 
or a road to riches overnight, but it's a damn site 
more interesting existence. 

Lastly, on behalf of everybody here at Brain in A 
Jar, | would like to thank Edge for the opportunity to 
оппо you this diary, and | hope that at least some of 
you һауе enjoyed reading it. 


Nigel Kershaw is a designer at Brain In А Jar 
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Super Mario World 2 
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Neverwinter Nights 
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Backward looking 


‘|| be back. And true to form ~ 10 years since Bally Midway 

released Terminator 2: Judgement Day in the arcades - 
James Cameron's cyborg franchise returns to the videogame 
arena, yet again. A cause for celebration? Or just another 


cynical film licence? It's easy to scoff at the poor track record 


film licences have had over the years, but this is different. It 
marks а new age in which publishers are happy to buy up 
crusty old property to thrust upon an (unsuspecting audience. 

Тор Gun, Spider-Man, Dukes Of Hazzard, ET, 
Thunderbirds, Robocop, Rocky. The quest to gobble up '70s 
awaits the day an ‘A-Team game is announced, complete 
with a buiid-a-submarine-out-of Tupperware minigame, "808 
nostalgia; 30-something demographic; a massmarket 
acceptance of videogames? Edge smells a rat. Are publishers 
trying to buld a new business model around a growing fad? 

To date, such conversions have hardly set the gaming 
firmament alight. Dukes Of Hazzard. in particular, was а hog 
with fleas, reeking of rushed development and shoddy 
workmanship. Resurrecting past glories often results in bitter 
disappointment. This was brought starkly into focus when 
Catherine Bach (aka Daisy Duke) returned 20 years later fo 
reminisce about her days with Bo and Luke on '| Love 1979". 
‘Dukes Of Haggard’ might have been closer to the truth. 

But there is some hope. This month's two retro franchises 
are looking more promising, The Paradigm team working on 
Terminator: Dawn Of Fate has а good track record, having 
daveloped the excellent PilotWings 64, whereas Treyarch is 
refining its popular Spider-Man franchise for next-generation 
sensibilities. Surely one of the only advantages of a retro 
licence is that it doesn't have to be rushed out to coincide with 
а film's release. But the licensing game has always presented 
a moving target, While these properties - on the surface ~ are 
established enough to let the games stand alone, the 
marketing men are naturally going to wart the games to 
harmonise with film releases. in these cases: Terminator 3: 

Publishers: please stop before it ай goes too far If the rush 
to exploit nostalgia reaches the saturation point we've suffered 
on TV then we тау as well до back to hardcore retrogaming. М 
the trend continues we can look forward to the / Love Metal 
Gear Solid re-release. No doubt with cutscene А 


commentary by Stuart Maconie. Not a pleasant thought. PRG: 














Төтпіпаіо“. Dawn of Fate 





New shots of Paradigm's movie-inspired thirdperson shooter 
show that some film licences absolutely will not stop — ever... 








eminator: Dawn of Fate is the new 
| thirdperson action title based upon 
| |James бал Terminator films. 
Set in the futuristic battleground of the year 
2029, the game functions as a prequel to the 
films series, chronicling humanity's rage 
against the machines right up until Arnoid 
T-300 в sent back in time, 
marking the beginning of the first fim 
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74 үші. of Fate looks to combine 
the һе g hical quality and action of 
May Cry with Red Faction- 
style destruc ible environments" 





The first thing you'll natice upon seeing 
Terminator: Dawn of Fate in action is the way 
5 recreated and even amplified 

ess pacing. It pummels the 
one vhs after another, and feels 
as much like a Eugene Jarvis-designed 
-thon as it does a modern 


the game 
Ine films' re 
player pee 


arcade niast-a 
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These shots are all taken from the PS2 version, but the game is currently awaiting concept 
approval from both Sony and Microsoft, so an Xbox version should be announced any day 


action adventure. Brand manager Scott 
McCarthy does promise mission parameters 
slightly more sophisticated than "run to а 
point, shoot the bad guy, run some more, 
shoot the bad guy." But, true to form, the 
game's legion of Terminators absolutely will 


not stop until their targets are dead. McCarthy 


reinforces this impression when he says. 
Todal could be 


sumnmarised as: action, then relief, action. 


"Most action tities’ gameplay 


then relief. We never hired a 'relie guy." 


To help players defend themselves 


against the onslaught of enemies, the tear 


has adopted a fluid combat қатады that 
begins with a basic, Ded May Cry-style 
control scheme, adds a Zelda-esque target 
lock-on system, and makes the camera 
smarter and smoother, enabling players to 


more easily track enemies in 3D space 


Combat itself is mostly a quns-and-ammo 


affair (with around 20 different weapons), 
although each character aiso nas kicking and 
rusninag attacks that can KNOCK down some 


enemies, enabling players to steal their 





opponents’ weapons or just make a run for il 
Whether running or standing firm, players 
need to pay attention to the often Interactive, 
destructible environment. For example, 
shooting a fuel tank causes it to explode 
taking nearby enemies with it, and C4 can be 
used to collapse passageways, thus deterring 
pursuers. There are also stationary gun turrets 
that the player can commandeer to dole out 
some sendus damage 
періп is compleme 


This environmental 
мес Dy numerous 
who populate the war zone, from soldiers 
locked in battle with the machines to civilians 
who recol, quaking in fear. Be careful to pay 
them heed, as each NPC's behaviour is 
influenced by your own. For instance, if you 
strive to preserve civilian lives, those civilians 
are rnore likely to offer you medical help or 
extra ammunition. 

There are three different characters 
available to the player. The shots in this 
preview show Kyle Reese, the jack-of-all- 
trades soldier from the first fim 
character is Catherine Luna (read: Solid 
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pide-Man: The Movie ڪڪ‎ 


lelease: May 2002 {US} 


Doing whatever a spider can is much more achievable when 
you have the power of next-generation consoles behind you 


[| espite their amazing powers, 
| [J| | superheroes have had almdst 
tragically bad luck in videogames. 
That said, Activision's Spider-Man games are 
an exception to the rule, perfectly capturing 
the essence of everyone's favourite web- 
slinging wall-crawier. Thus, with the series' 
third entry, developer Treyarch has chosen to 
enhance the spider-like sensations rather 
than reinvent them. 

The most notable (and fundamental) of 
these improvements is Spidey's expanded 
ability to web-sling around the environment. 
Now һе can bank left or right, climb or 
descend, redirect on the fly, and even dash 
while swinging. This increased mobility 
enables a new, decidedly above-ground 
combat dynamic. “We felt compelled to give 
the player levels with fully ieshed-out aerial 
combat," reveals senior producer Gregory 
John. "Even at this early point in 
development, it's an incredible rush to battle 
the Green Goblin through and above the 
rooftops of the city." Additional enemies will 
include The Vulture, The Shocker, and the 
common criminal who kills Peter Parker's 
Uncle Ben. 

opidey's entire arsenal of web-based 
weaponry is scheduled to return, complete 
with as-yet-unrevealed enhancements. And 
although John promises increased mission 
variety, he insists that "the best strategies will 
always involve using Spider-Man's specific 
set of skills." 

Spicer-Man's move to next-generation 
platforms has enabled many graphical 
improvements, including a 60fps frame-rate 
and higher polygon counts for both the 
characters and the environments. Even 
Spidey's mirrored eye-lenses will be 
reproduced, thanks to reflection mapping. All 
told, Treyarch's ideas should give a fresh feel 
to this already solid franchise. Now, if only 
everyone in the Edge office felt as 
confident about the movie itself... 
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Spider-Man looks to have greatly benefited from the move to next-gen consoles. Not only is he ! Many о! Spider-Man's battles now take place 
more finely detailed and animated, but the environments are much more accomplished i in mid-air, thanks to a new movement system 
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Format: РС, PlayStation?, Xbox 
Publisher: Codemasters 


| Developer: Wide Games 
| | Origin: UK 


Release: Q2 2002 
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Fewer controllable characters and a 50 per cent reduction in playing 
environments. But has POW lost any of its initial appeal as a result? 


Previously in E936 


t a recent Codefest 2001 event in 

London organised by the 

Warwickshire-based developer to 
showcase its forthcoming wares, Prisoner Of 
War was introduced as a title representing a 
move away from the heavily equipped nature 
of the current generation of game characters, 
in an attempt to force you to rely on 
intelligence rather than resources. 

Edge thought it felt a lot like the old Bbit 
Spectrum title Skool Daze. Which, if POW | 
manages to equal the sense of tension felt in Іші! ' ИТҮ НИЕНІ ТІН ӨТІ 
Microsphere's fondly remembered title, сап . MI "ten ҮІ enm КДА ыны май 
only be a goad thing. | Г ты 1: 
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longer play as four Allied officers as originally 
announced, зді that the number of camps 
has been halved to include just Stalag Lut Ill 
and Colditz Castle, Perhaps Codemasters is ' i 
planning a series of updates similar to the 
way the company has handled its excellent 
peration Flashpoint franchise or maybe the 
feature cutting is the result of an attempt to ; = —Ü | Comcs sn Еа — 
ensure the garne is ready for the (already PUNTA 77: Т7ТЛ 
once) revised release date. | id И! ЭШЕТ!!! ҮШ! 
Regardless, you're now US айтпап 
Gaptain Lewis Stone. After your mission 
goes wrong, you and your co-pilot become 
guests of the German military. As you'd 
expect, a POW camp - particul апу аб 
POW camp - is subject to rules and routine, 
all of which are explained to you Dy your 
co-pilot who helpfully acts as your tutor during 
the initial stages of the game. You meet the 
local escape committee whom, іп an Play is said to reflect the personality of the user. 


interesting development, your actions affect. But while German guards are surprisingly civil in a 
POW camp, pushing them remains unadvisable 
So rather than working out some fiawless 


selfish escape plan, you're actually set 
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objectives to meet by your fellow inmates. For alerting the attention of th& many guards 
instance, one such task includes the around. This requires scrutiny of the 
sabotage of a secret weapon being environment and the behaviour of your 
developed within the prison itself. captors in order to reveal potential windows 
The essence of the game then becomes of opportunity. While you cannot die, being 
to engage in illegitimate conduct without discovered in an area you shouldn't be in 


immediately strips your character of the items 
he's carrying (which include, amongst others, 
a telescope, crowbar, lockpick and catapult – ; | ШИШ!!! 

useful for taking out searchiights) and sends ІШ T МН ЕТІП!) 
you back to the last save point, which occurs | "қ 
every time you fall asleep at night. 

The very nature of the game demands а 
lengthier presentation than the 30 minutes 
Edge spent in Prisoner Of War's company 
but first impressions are very good. 

If Codemasters ensures that the all-important 
sense of tension is maintained throughout 
the proceedings then it should have 





Stalag Luft Ills open approach (above) is very 
much the opposite of the interior environments = Н E [mm You can engage in dynamic conversation with fellow prisoners in order to find out what your next 
you face in the ‘escape-proof’ Colditz Castle little to worry about. = ‘mission’ is. іп return, the game responds dynamically to your actions. And yes, you can time skip 
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Format: PlayStation2 

Publisher: SCEI 

Developer: In-house 

Origin: Japan 

Release; February 2002 (Japan), ТЕС (UK) 














With domestic PS2 sales increasing due to a recent price cut, SCEI grows increasingly 
confident as conveniently demonstrated by the company's brave new action RPG 


Emm 


А soft focus filter effect is utilised around the 
edges of the screen in order to depict the game's 
40-odd dream sequences you can play through 





— —] аки, a creature from the land of dreams. needs help. 

IE | Predictably, iE needs your help. The keys allowing access to а 
= | sacred locale require collecting but they are currently hidden 

within the dreams of 15 individuals and two animals – the inhabitants 

populating the island of Sonno. 

You need to search the island to find them and then wait for them 
to fall asleep before your adventure begins. The game includes over 40 
уапаһопз of dream themes and you only get to experience a selection 
with each play — it's up to you to maximise your encounters with 
Somos populace in order to access different ‘stages’. Baku is on 
hand to help you out, be it by informing you of your health status, 
offenng speedy transport on land, carriage across water, even 
airborne travel, or simply fighting valiantly 
alongside you. The latter option comes in 
particularly handy when facing one of the 11 
end-of-level bosses. 

Each of your hands holds a weapon 
(sword, spear, bow, etc) and by pressing the 
buttons that control your arms (square and 
circle) you effect a variety of menacing 
combos and special moves. Naturally, you 
also get to utilise a selection of items. 

More information on Dua! Hearts [D = 
as and when. te 





As the extreme sports score-chasers move into the next 
generation, competition in the BMX arena begins to heat up 
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Rainbow is bringing the experience gained in the 
production of ATV Off-Road Fury to Mat Hoffman, 
with expansive detailed, outdoor environments 
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Hoffman is undeniably similar to Mirra. But being 
second to market, Hoffman can learn from Mirra's 
mistakes and strengths - for example, tricks сап 
now be modifiad on the fly 
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Another intriguing title to emerge from SCEI - 
although currently available information doesn't 
adequately convey whether this is a title that is 
aimed at the younger end of the market or not 





Format: Xbox 

Publisher: Activision 

Developer: Rainbow Studios 
Origin: us 

Release: Q1 2002 (US) TBA (МК) 


| hen the first Mat Hoffman title shipped last May, it was clearly 
/ | relying too heavily on the cachet established by Tony Hawk's 

—— —.] Pro Skater. The game sold respectably, but it lacked the 
quality and polish of the earlier marquee Ше, In the move to PS2, 
Activision assigned new developer Rainbow the task of riding the series 
out of the Hawk's shadow. 

Rainbows first task was to build a robust new engine capable of 
generating levels comparable in scale to those in Acclaim's Dave Mirra 
Freestyle BMX 2. It then incorporated a whole range of new stunt 
features. "We've added the wall ride, sprocket grind, flatland tricks, and 
numerous double-tap tricks that are not specials," explains producer 
Brian Bright. Additionally, the game boasts a Mirra-style ‘Trick 
Morpher’ system, with which tricks can be 
altered during execution, yielding thousands 
of possible permutations. The usual ‘more is 
better enhancements also apply, as there are 
now 11 riders, eight singleplayer levels, and 
additional twoplayer levels. 

It's uncertain whether these adjustments 
will prove sufficient to give MHPB2 command 
of the BMX genre. Mirra 2 is an accomplished 
competitor, and МНРВ2 lacks online play and 
a Create-A-Player mode, both of which 
would provide additional depth. ج‎ 
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Format: PC 

Publisher- Codemasters 
Deven oper: iei oven 
Origin: Norway 

Release: Q2 2002 


In an uncommon move, a change of publisher sees ex-SAS, freelance 
covert operative David Jones return in promised improved sequel form 
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IGI 2 includes team-based, multi-objectional 
multiplayer options that were conspicuously 
missing from its predecessor. Though not shown, 
you can take over the role of a gunner in vehicles 
such as helicopters, as in Soldier of Fortune 2 
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Koei invigorates its PlayStation2 historical strategy sim 
with a bombastic bit of Chinese myth 


мы і iud IET | м 


КЕЕ: Г ЙІН! " > 
M "ЯДА Ui ra 


үнү КЕКЕ ғ ья 


















It's easy to see how Japanese publisher Koei has 
managed to carve out a successful niche as a 
historical strategy specialist when Kessen // is 
considered alongside the original Kessen and the 
first three chapters in the Dynasty Warriors series 





Special moves and zoomed-in action acquire à 
greater importance in the sequel to the title's 
more historically authentic predecessor, Kessen 


odemasters, not Eidos, is bringing you IG! 2. The game takes 
place soon after the events in Project IGI = the Cold War 
: | finished, the world's states focus their attention on industrial 
espionage. Expect to put your mouse and keyboard skills throuch three 
linked campaigns offering 20 missions in total and taking place across 
Russia, Libya and China. 

The game promises to repair the weaknesses of its reasonably 
enjoyable predecessor. For instance, the Al has been substantially 
enhanced so that the enemy now engages in better squad-based 
attacks. For example, they now investigate the noise that results from 
Jones ability to throw stones around the place. The animation has 
improved, too - the result of increased skeletal structure — and, given 
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the game's penchant for authenticity, quards 
no longer respawn when killed. 

The significant size of the levels in the 
first game proved problematic when forced 
to restart a mission after being gunned 
down. Therefore, although the environments 
in the sequel are larger still, the developer 
has included a type of quicksave option 
(it's time-based to prevent overusage) to 
combat this problem. 

IG! 2: Govert Strike features more of 2 = 
the same, then, only better. Possibly. [EI 





As you'd expect gun turrets can be taken over, 
although long-distance shots are better suited to 
sniper rifles. New weapons include a minigun 


Format: PlayStation2 
Publisher: Koel 
Developer: In-house 
Origin: Japan 

Release: January 2002 


: hanks to a new setting and an attempt to make play more 
accessible, the sequel to Koei's historical strategy title has 
undergone a slight shift in tone compared to the PlayStation2 

original. Although theres a reduced emphasis on the finer details of 
troop positioning and pre-battle strategising, the broad brush tactical 
interplay is maintained, and there's increased scope for zooming in on 
the action and taking control of your army's officers in a manner akin to 
Dynasty Warriors 

Whereas the first title recreated real-life events from the early 17th 
Century with a reasonable degree of authenticity, Kessen Il moves the 
action to the mythic era of the Romance of Three Kingdoms, some 
1500 years earlier, Consequently, special moves and Final Fantasy-like 
spell effects 
throughout the course of battle, but 
essentially the core features of the original are 
maintained and expanded upon. Which 
means more FMV (unfortunately with poorly 
localised lip-synching), and more engagingly 
hyperactive méiée management. This time 
around the action takes place across a 
wider range of environments, which 
encompass ship-to-ship troop battles 
and castie sieges, and features five nage 
limes the number of troops. Dex 
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assume greater significance 


Format: Game Boy Advance 


7 Р Publisher: ТВА 
| Developer: Bits Studios 
rigi n UK 


‘Release: Q1 2002 (UK) 


Racing games have taken a decidedly watery turn of late. And in case 
GBA owners were feeling left out, Bits Studios has the aqueous solution 

















Hace: Blue Storm, Bloodwake, Splashdown and Wave Rally – 

it was inevitable that someone would provide a similar 
experience for the GBA. Cue Jet Riders from the ubiquitous Bits 
Studios, a top-down jetski racer in the vein of Driven on water. 

Obviously, while the console-based titles are keen to draw attention 
to their realistic water visuals and physics, GBA developers aren't 
afforded such graphical luxunes. However, Bits is eager to point out that 
Jet Riders still features realistic water effects and wave animation with 
authentic jetski dynamics. 

Like many Advance codeshops, Bits is taking gameplay back to its 
roots. “With Jet Riders, we wanted to combine ‘old-school’ playability, 
with next-generation visuals," explains Foo 
Katan, MD and CEO of Bits Studios ECE 000600 
Accordingly, the game boasts fast, eight-way, IE йбх: dd 4, 
multi-layered scrolling, and the stunt ГЬ, iN: TT 
escapades of the racers are portrayed using К d AED n | 
detailed, prerendered 3D spntes. 

The simple racing concept should transfer 
well to ОВА, and the addition of stunts will no 
doubt appeal to the Tony Hawk's fraternity. 


сей Jet Hiders should have hit final master бу 
There are 21 courses included in the game, split TARE ate A а 
across three geographic locations and replete now, although a publisher has yet to pee cal- BUOY PASS 
with suitably themed graphics be found prior to its 2002 release. — н yt 


ЕТ n the wake of the current crop of water-based racers – Wave 
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Players compete alongside five other 
jetskiers, either in Free Practice, or across 
three competition modes (Race, Time Trial and 
Stunt Challenge). An array of stunt apparatus 
is in evidence (ramps, gaps, crevice jumps, 
rails and grinds), and stuntwork is rewarded 
with points multipliers, enabling the player to 
indulge in extravagant score-chasing 





Format; Game Boy Advance 


The King Of Fighters EX- Neo Blood =- = =: 

















Release: March 2002 (USA) Мау 2002 (Қ) 


SNK might have been knocked out of the contest, but its spirit lives on 
in the shape of a pocket version of its most famous fighting property 


van with the sad demise of SNK, the fate of its long-awaited 
GBA beat "ет up, The King Of Fighters, was assured — it was 
always more a matter of which company would pick it up, 
rather than if. Subsequently, the publishing rights have been claimed by 
the Sammy Corporation for release валу in 2002. 

In terms of narrative, Neo Blood is set between the storylines of 
КОР ЭЎ апа КОР '89, and so retains many of the familiar faces, while 
introducing a single new fighter. For the uninitiated, the KOF series 
introduced the concept of team play and strikers = CPLU-controlled 
cohorts who can be called upon to quickly perform a few swift moves 
before exiting (the beat "ет up equivalent of a smart bomb). 

The majority of characters have been lifted (literally, in terms of the 
sprite animations) from KOF "99, although 
Moe Habuna is totally new. This lithe teenager 
features a range of punch, flip-kick and 
hopping punch attacks, and her special 
attacks are occasionally accompanied by a 
burst of cherry blossom. 

The incorporation of the coin-op voice 
samples, plus a link-cable mode for twoplayer 
action, should make Neo Blood a welcome 
addition to the GBA's line-up, and а suitable 
successor (and possible capstone) to hg 
the King Of Fighters dynasty. (eS 
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Тһе initial roster of 24 characters is split into 
six teams, consisting of three fighters plus one 
exclusive striker. However, a further four as-yet- 
unnamed strikers are unlockable, and сап be 
allied to teams at the player's behest 


Fans of the series might be disappointed to find 
Neo Blood little more than a remixed version of 
KOF Evolution, with just one new fighter 
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Herdy Gerdy 


Format PlayStation2 

Publi sher: Eidos Interactive 
De weloper Core Design 
Origin: UK 

Release: Spring 2002 


Previously in E96 


Though the visuals may have been eclipsed by the resplendent Jak And Daxter, Core's 


Disney-esque adventure game has the novelty and charm to turn heads come 2002 


— | ames slipping past the Christmas period can hurt any 
| (te | company, but on present evidence Herdy Gerdy looks good 

| enough to thaw hearts when it's released in spring 2002. Тһе 
only real competition, in terms of tone and content, is Jak And Daxter, 
but while the former is certainly more accomplished in the visual 
department, Cores title has many novelties to set it apart from the usual 
platform game. 

As the title suggests, this is а game which uses herding as its main 
component. But since Edge last looked at the title (E96) the 
sophistication of the herding Al and the devices which can be employed 
to influence the many beasts of the world have improved a great deal. 

A fute, a herding stick and a hunting horn all cleverly help the hero to 
influence creatures with a great deal of 
imagination. Certainly, Herdy Gerdy must be 
one of the only games to give players the 
chance to мею a shedelagh (а hammer which 
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едм m produces a temporary rainbow bridge). 
TU unu nie its an engaging package marred 
in 0 Ші Ін! somewhat by loose controls and а slightly 


clumsy camera. But, as always, these 
problems can be remedied before final 
release. Herdy Селоу is one of the more 
encouraging prospects forthe usually / == 
fallow post-winter period. EL 
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The structure of the game owes more to Rare's 
adventures than Mintendo's. It's a gentle learning 
curve with early minigames helping progress 
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The opening chapter о? Herdy's quest is suffused 
with humour and delightful moments. The nasty 
pink Gromps (above) can be caught in traps. But 
should they be ensnared too close to the Doops, 
then a fishing rod is used to capture their prey 
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Release: Mid- 2002 


Previously in E89, E102 


FRD’s founding members venture into a London hotel to show off their unfinished creation to the 


press. Edge joins them to see what has evolved since last seeing the game in August 
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As in the first game, TS2's environments are a 
little barren in order to help the game's frenetic 
(and technically constant) pace - "speed over 
graphical niceties", as the developer put it. Online 
play is still a possibility, just not a likely one 





The Nétre Dame (top and far right) and Gangster 
(above) levels - you can play pool by shooting at 
the balls. Try not to damage the baize, though 


orgive the listike approach, but there's plenty to get through 
= | and not much space to do it in, Graphically, there's improved 
L | texture variety, the explosions are certainly more substantial, 
the number of death animations continues to increase while the 
in-game movement of the 80-odd characters really impresses. And it's 
pleasing to see plenty of comedic touches, too = a nice change from 
the overly serious nature of some FPS offerings. 

Newly revealed levels include a Nótre Dame-inspired entry and a 
1920s Chicago gangster setting to add to the other seven ‘episodes’ - 
all of them distinct yet linked together by the TimeSpiitters theme. More 
environments are included for multiplayer (although there's the obvious 
MapMaker function) and thought is currently being given to whether 
power-ups should be included in this mode. 

The team expects the selected difficulty 
level ta alter the objectives you re given (ine 
co-op option adds mode-specific tasks) and 
while all of the iLink options remain (see 
E102), one cable will now also connect two 
consoles for an eightplayer deathmatch 
without the need for a hub set up. 

Expectedly, the team is refraining from 
disclosing the really good ideas — one of the 
FAD reps confirmed as much after the — / 
presentation. Time will (eventually) tell. I 











Perey | [1 Ш! 
| А! 7) Ti | | 
T Ue НІШ ! " 
[| | Fr ІН? | ЗЕРЕ 1 | j | 
ІШІ; { ШІЛІГІ LU "mm TIT | 
ПЕЕВ уар ТИЙ ІІ TEM i EHE 
| ҮШҮҮ ИДИШ) ІН, 
| | Ii A ШИ Ий!) ян T | 
SW ІШТЕН! ШІП | 





! | ГИ. j ! 

; | 1117 Г + | | | 

| li ІШ | ІШІ 
Hi | | i | 


ШІНШІ 
WII ІП 
ТІ T" 

















HI ا‎ "T 











ШИШИШИ! ҮНЧКҮТЇШ | 

b VAM ІІМ 

MH MP IM ІТІШІШІП 

PHP NP ETT HU | Fen 
CT THEMEN ИП HM EIN T LRA 


al SMTA rr) ТЕ! ҰМ 


ЛЫ 






























МШ 
ШП!!! 
ШП 
ПИП 
ІШІТІШ 
НІШ 
Пт“ 
Anm 
ТІ!!! 


OU 
j ШШ!!! 


"ПШ 
M ІШІ 
ШТІ 
ҮТИ 
ТИ" 
| OTE 
One 
ШІП І ШИШИП! 
| WALI)! ТЇ 11011 


MAP MEME ТТІ! 


ІШТІ ІШТІ?" 


ШІ 


МИМ 


ИГИ 


ШТ! 
ү 
m 
ІШІНЕ hil ШИШИШИ ! ІШІ T 
ШІНШІ ІШІН 


ІЛІШІТІТ!!!І) 
ГІ MU 
ul ТИИТ 


ЛОТЕ 


ш! 





Eve Оп! 





Beneath the glow of the Northem Lights and far from алу distractions, 


an Icelandic developer has been working on an Elite-inspired sci-fi epic. 


Edge headed north to discover more about CCP and its penchant for sytup 


"7 hen you're at the hard- 


bi man's edge of the Viking 
үгүтү 


L/ LJ colonies, the unexpected 


is expected. Just not this. "Come - 


you've got to see how we create 


m 


worlds," speaks our genial host in 


ever-pertect English, leading us Into 


the kitchen. 
Edge is presented with the 
following sight: a slightly murky 


fishtank rests by the window, looking 


over sunny Reykjavik. Above it is 


affixed an expensive digital camera 


into this voluminous container, two of 
the team’s artists are scooping 
foodstuffs: a layer of milk, Pollock- 
styled splatters of јат, yoghurt, long 
circles of golden syrup. They are being 
manipulated by a lengthy twig. When 
a Suitably organic array is formed, a 
photo is taken. This image is then 
taken into Photoshop. manipulated 
and coloured appropriately, and 
imported into the engine. And a 
beautiful, completely-random organic 
gas-sphere is formed. Proving again 
that “Blue Peter -level tech beats the 
best rendering Hollywood can offer, 

Edge is impressed. And, looking 
at the golden syrup jar, more than а 
bit peckish. CCP is currently 


approaching the first Beta-testing of 


d. 


its massively multiplayer online epic 





space game Eve: The Second 
Genesis and busily thinking outside 
the box. Just not always outside its 
cerea! boxes 

You really wouldn't expect lass 
from a team formed and staffed in 
Iceland — a country where there's a 
massive bandwidth penetration and 
where, according to some surveys, 
ВО per cant still beleve in the 
existence of elves. CCP is the 
speartip of the Icelandic gaming 


ndustry. Moreover, it's the entire spear, 


The aim of an Elite-influenced game in which galaxies 
of space pirates may interact in a freeform fashion has 
long been a holy arail for videogamers 


being the only major developer of note 


advantages in the process, “Since the 
рориаіюп is small, you know anyone 
who knows anything about 
something,” explains chief technology 
officer Hilmar Petursson, grinning 
"And it's very easy to keep them 
together, as there are no distractions 
from other games companies.” 

While the aim of an Elite-influenced 
game in which galaxies of space 
pirates may interact in a freeform 


fashion has long been a holy grail for 
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Ship roles are strongly differentiated, meaning that a rich player is likely to own a fleet of 
vessels from which to choose the most appropriate - or to lend to fellow corporation members 


videogamers, and bandied around in 


conversation, Eve's roots lie back in 


1995. Then, according to lead designer, 


Dr Kjartan Pierre Emilsson, the idea 


m 


Or Eve was “simpy doing some kind of 


3D Elite with better graphics and 





multiplayer". This eureka was prior to 
ihe formation of CCP, when the core of ІШ ІІ" | 

the team splintered from an Icelandic - _— 

Internet-boom company. The script and 

form were hammered out in 1997, with Whereas in EverQuest, it's impossible that was the struggle between good 


the rest of CCP slowly forming around to be attacked by a fellow player unless and evil. You had the players who 
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development of Eve, art director Reynir who wished to live in peace argued that - it's far easier to loathe another human 

Hardarson elaborates at length on the hey were spoding thé fun Tor everyone being Who 15 trying to make your life 

influence of his time spent on Шта and started to wipe them out. However hell. Reynir points out that this modem : 
Cining and its effect on coalescing what argues Reynir, this says something far foible for online roleplaying games to be 

they wished to create. Compared to more important about the possibilities cooperative is an anomaly. “All the 


latecomers to tne online world, Ultima of a freeform closed system in gaming. multiplayer games are about playing 


is, according to Reynir, a harsh place. The meta-game which came out of against an opponent — and if you take 
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Sigurdur Arnljotsson 
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Hilmar V. Petursson 
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Reynir Hardarson 
art director 


lead designer 
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Dr Kjartan Pierre Emilsson 
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The dark-fantasy hard-edged sci-fi European epic influence ta Eve is 
easy to note, far away from 'Star Trek' cleanness. Іп space, no one сап 
hear you scream about how good the environment mapping is 





Players can define the attributes of their 
features - including such items as tattoos - 
to create a unique in-game presence 
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that away from a massively multiplayer 
game, what have you left?" This turned 
Eve's vision into a player-versus-player 
warfare on a galactic level for the 
highest stakes. Conflict would, 
primarily, come from the players and 
50, provoke a truly immersive universe 
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“You can never enforce roleplaying, 


к. v 
at iar 7 


After succeeding on a number of 
missions, you re provided with a new 
contact higher up the а - 
and the jobs you choose define which 
contact you reach. Naturaily, raising 
your popularity with one organisation 
will lead to lowering it with thei 
opponents, and the whole mission- 


system can be side-stepped by 


“Тһе goal of the game is respect. That's the most 
речи thing. Respect is eamed mostly through money. 
Everything can be bought. Everything has a price 


Буе, because the setting is a part of the 
game — not just a mood," says Reynir. 
“You re involved, through the missions." 
n other words, you're defined by your 
actions in the system, not the 
ephemera that surrounds you. 
So Eve has created a deeply 
compelling world full of factions which 
interact with the player through a 
contact and mission system. At the 
start of the game, you choose between 
which of the 15 major organisations 

әш те aligned to, which provides you 
with a contact who'll offer suitable 
tasks. While, at a low level, this involves 
minimal interaction or competition with 
other players, allowing people to 

dabble in the 50,000 solar-body star 
galaxy that makes up Eve's playfield, 
swiftly you find your interests clashing 
with others, both computer-controlled 


and numan. 


performing critical actions. For 
example 


f you find a powerful pirate 


and annihilate him from the spacelanes, 


sand Theft Auto — another useful 
reference point when thinking about the 
similarly dark Eve. 

And SERY this ties into the facet 
of reputation. Katan stresses, "The 
goal of the game is respect. That's the 
most important thing. Respect is 
earned mostly through money. 
Everything can be bought. Everything 
has a price." To say the least, Eve has a 
brutally ce pitalistic edge. While the 
missions provide a structure for slow 
nvestigation into the world, the actua 
player's experience of play in the world 
manifests in either low, medium or TRU 
scale interactions. The low-scale play 


includes events such as space-combal 


[Lid 





and min ie and involves direct conflict 
ћ‹ other. Medium scale events 
na player Пав amassed 
sufficient ieee to purchase real-estate 
such as factones or space-stations, or 
feels capable of fulfilling contracts. 
Rather than having an infinite economy, 
Eva relies on player actions to create al 
the items 
be gathered from planets, transferred to 
factories and constructed into the 
useful too 


make a profitable niche on any one of 


in the world. Hesources must 


s for sale - and people can 


these levels. 

Finally, when basic trading is nat 
enough, there is the high-scale battle 
Derweern corporations 
trade-routes and owning solar systems, 
each consisting of many individuals 
. Due tà 


nstructed in à 


who've chosen to cooperate 
he gameworld being co 


manner akin to a Hisk board — with 
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Better known for its beat "ет ups, Capcom shook up the last Tokyo Game 
Show with Auto Modellista. Edge looks at its cel-shaded exterior before 


examining the communication and customisation under the bonnet 


М, apcom might be well known 


recently, for the creation of the survival 
horror genre, but as a developer and 
publisher, it doesn't exactly stand 
shoulder to shoulder with the giants of 
the motorsports racing genre 
Well, not yet anyway 

Tucked away, almost 
surreptitiously, on the company's 
stand at the last Tokyo Game Show, l BE. Ша ay 
the cel-shaded livery of Auto | «e 
Modellista might suggest that things 
are about to change. While the TGS 
showreel provided ample 
demonstration of the titie's aesthetic 


accomplishments, it gave littl away 





about finer gameplay detail. So Edge 
was reassured to find that the Auto Modellista is designed to be the antithesis of the realistic simulations that dominate the 
development team hopes to motorsports market. Distinctive visuals are combined with arcade play mechanics 
distinguish its first automotive outing 

on console hardware with several araphical finery, After all, only genera 


innovative game mechanics = producer, Noritaka Funamizu has 


particularly in light of the number of any experience of the motorsports 
developers willing to hijack the genre. "Auto Mociallista is not actually 
cel-shading bandwagon after the our first racing game,” he explains 
success of Jet Set Radio Ten years ago there wes a title called 
However, it's going to be a tall Slipstream, а racing game featuring 
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order, for a team that is more familiar linked cabinets like Sega's. But we 
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Format: PlayStation2 
Publisher: Capcom 

Developer: In-house 
Release: Spring 2002 





origi: Japan 
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A combination of cel-shading techniques 
and ostensibly realistic lighting effects 
gives Auto Modellista a unique visual style 
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Capcom hopes that people will use the 
network chat feature to facilitate team 
competitions and do some showing off 
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Following this ехрепепсе | thought 
racing titles were impossible to develop 
at Capcom.” Nevertheless, despite the 
reluctance of his supenors at the 
company, Funamizu-san has always 
been keen to branch out. “I've nad this 
desire to make a racing game for a jong 
have been талу talks at 
Capcom about making an arcade 
racing game, but the cost of edis 
a cabinet was too much. It wasn’ 
realistic for the company to spend so 
gave up the idea. However. 
when we decided to develop a console 
title featuring network play, the first idea 
| had was а racing game." 


time. There ha 


mucn, 50 


Vested interest 

Although he hasn't had any firsthand 
experience developing driving games, 
producer, Yoshihiro Sudo, also has a 
vested interest in the genre. Like 
Funamiu-san, he joined Capcom at a 
time when the company was 
expanding rapidly. "Back at that tima, 
Capcom had its own F-3000 team," he 
reveals. "In fact, | ioined Capcom for 
that reason. | love cars. | race a little 
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and have a licence. When I joined the 
company, | asked Capcom's racing 
вагт to see if they'd let me join the 
team. Just after they ісігі me that | 
could, Capcom decided to stop the 
team because it wasn't profitable, 
turning to J-League Instead." 

While the team's most senior 
members have a passing acquaintance 
with the genre, none of the rest of the 
team does. Galli 
their team up to scratcn over the 
course of the game's two years in 
development required substantial 
research. “We've had to study the 
subject very hard in order to develop 
the game," discloses Sudo-san. 
Funamizu-san elucidates: 
been doing a lot of crazy things to learn 
about racing. We've been buying 
documentation, renting cars and driving 


Hm н bh. ы-ы = 
ng themselves and 


тч 


“Wie have 


them on circuits. We even bough па 
cheap car to с When | went to 
Europe, | witnessed many car game 
developers. | was very surprised 
level of realism." Тһе team even 
extended its research to making sure 
that the game's title was appropriate. 


by the 





"We had a very long list of hundreds of 
titles. We even phoned Europe to test 
our choices." 

Despite the specific inexperience of 
his team though, Funamizu-san is keen 
to stress the transferable skills acquired 
during the development of beat 'em 
focused on 


time. 


ups. “Although we һауе 


it doesn't 


t em ups for a long 
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1 racma game. и агу respects, Our 
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designing this game, with regard to 


animation and damage management.’ 


Artistoon 

Clearly, one of the advantages of the 

team's background is that it's brought 

an aesthetic freshness to a genre 

hitherto obsessed with scaling ever- 

greater heights of realism — an 
25655 which Funamizu-san 


have the feeling that there 


isn much Onginaity in the racing genre 


night now. Particularty visually, | can't tell 


ver. No 


current titles give any new or fresh 


ona title from anott ne of the 


feelings." In the hope of inspiring fresh 
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feelings, his team has developed а cel- 
shading technique that he calls 
‘Artistoon’. "1 also think that it grants 
more freedom if you design a game in 
an opposite style to one that's already 
very famous, Looking back to Virtua 
Fighter, it was almost the opposite of 
Street Aghter, and this had an impact 
on gamers, If you consider racing titles, 
Gran Turismo 3 is the ultimate 
simulation, 50 we decided we needed 
to make a title that looked very 'game- 
ooking’ title.” Although the Artistoon 
technique is indeed more 'game- 
looking’, Auto Modelista’s cel-shaded 
visuals don't preclude a whole host of 
semi-realistic visual effects that also 
contribute to the game's singular 
appearance, such as lens flare, motion 
blur, and sophisticated lighting and 


weather effects 












Yet again, Edge is forced to lament the 
intransigence of major car manufacturers, 
who refuse to countenance in-game damage 


Jut, as Funamizu-san himself 
admits, none of this will matter if the 
game doesn't play well: "If gameplay 
isnt any good, Deautitul graphics won t 


be sufficient. Capcom is trying to review 
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of quality. This is the rule." To this end, 
Auto Modellista includes features that 
garners have come to expect as 
standard, along with one or two that 
haven t been seen before 

The game consists of circuit-based 


without Cran traffic. Its 
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with up to eant cars onscreen, Mougn 


night racing stages may see this reduce 
to six due to technical constraints. A 
standard arcade mode sits alongside a 
championship mode and a twoplayer 
spiitscreen versus mode, ОЛ more 
interestingly, it's also be joined by a 
network play mode — featuring team 
рау - ana a car edit mode 

There's also a 'V.J' option, to allow 
players to edit and playback action 
replays. Sadly, the title won't include in- 
game damage. “home manufacturers 


would паме Showed us to Аке car 
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It looks magnificent in still pictures, but as 
Tokyo Game Show-goers can attest, it's even 
more stunning when rolling footage is shown 


this feature." Judging by the comments 
of The Getaway's Sam Coates back at 
GDCE, it would appear that Auto 
Modellista isn't the only title to suffer 


Decause Of prissy car manutacturers 


Show off 


Better news concems those areas In 
which the ttie departs from the norm, 
namely customisation and 
communication, as Sudo-san goes on 
to elaborate. “One of the major features 
of the game is that you are fully able to 
customise your са 
logos, power-ups, etc 

"Another major feature is network 
play, which allows you to use your 
customised car against other players. 
We've designed everything so that 


people wil be able to communicate 


ther cars. Іп contrast to the meti 
approach required by Gran Tunami 
players, the Auto /Wodelista team aims 
to make this element of play much 
more accessible, with the effect of new 
parts immeciatety oDvious, both ІП 
terms of handling and appearance. “For 


"xam rd i TTE! ғғ gem Ein — 
example," illustrates runamizu-sa 


no real change, you wouldn't be very 
na 


арру We also want users to see ай y 


changes onscreen." 


Although plenty of racing titles have 
included elements of customisation, 
Auto Modelksta is likely to come mto its 
own dwing to the game's focus on 
networked community play. When 
players log onto the network the main 
racing screen is accompanied Бу a chat 
window, which allows users to chat 
about their cars and their settings 

With the game designed to be 
functional over narrowband, bath 
Funamizu-san and Sudo-san each 
nope that a large community will be 
attracted by the opportunity to show off 
and trade information. “Up to now, 
racing games have only been about 
competitive racing," states Sudo-san, 
"but we feel that you should be able to 
have fun just watching other players 
racing." Funamizu-san quickly agrees: 
“Yes, | think this is important. You can 


buy the game, go online and have fun 
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опіу watching races. So you can һауе 
fun racing solo at home, or you can 
exchange car data with other players 
and watch them compete = you could 


even specialise in designing cars and 


helping other players." Players can also 


set up team-based tournaments and 


competitions, using the chat function to 


agree on racing conamons, though the 
Maximum team size has yet to be 
finalised. 

Given the potential of network play 
to Change the way motorsporis titles 
are perceived, its disappointing to find 


out that European gamers may not gst 


ғ sales тегі he E үт P à = mgr жəй 
a chance to expenence this aspect of 


Auto Modellista. Although it is yet to be 
confirmed, the team ts reluctant to 
confirm online support in the region 

is too hard to hind a solution to play 
online across Europe," explains 
Funamizu-san, "There are too many 
regional standards. If we had to wait 
until the market is ready in Europe the 


garne would never be released." On the 


ay isn't any good, beautiful graphics won't be 


sufficient. Capcom is trying to review all of its projects to 
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"We aim to make courses and cars 
specific to each market. Even if the 
versions are almost the same. | feel it is 
important to put some specific features 
according to the market." 

There's also the sim chance that 
multiplatform development may yet 
hold the possibility of online play in 
Europe; although it is currently only 
slated for release on PlayStationz, it's 
also been developed so as to be 
relatively easy to port to other 
platforms. "For the moment we're 
starting with PlayStation2 because it is 
the market leader. Of course it would 
be tecnnucally very easy to develop for 
Xbox and we have also already had а 
few propositions, to port a version of 
the garne onto an arcade board." 

Which isn't to say thal the team is 
dissatisfied with Sony's hardware, 
Ingeed in many ways, the technical 
part to have been responsible for some 
of the ingenuities of Auto Modellista 
“Many people complain about the 
difficulties of PS2 development, but as 
you get more involved in programming 
tor it, you begin to understand its 


potentbal. | think that people haven't 





Gran Turismo obviously paved the way for vehicle customisation, but Auto Modellista 
combines it with increased accessibility and online communication via network play features 


looked hard enough for new ways to 
program the PS2. | refuse to give up a 
feature because it appears impossible 
to do. | prefer to search for different 
ways to get results. With Auto 
Modellista, we had to search for a new 
aesthetic. distinct from the more 
common realistic approach. And in 
light of what we've achieved, | want to 
apply the same search for originality in 
the four or five titles I'm in charge of." 

Of course it's too early to judge just 
how successful Auto Modellista will be, 
but Funamizu's fresh approach 


can only be a good thing 
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Inside... 


Big Blue Box 


Two brothers with funding from Microsoft, 
support from Lionhead and a game with no name 
which has been 12 years in conception. 


Edge travels to Surrey to learn more 


heaven toot а proper hana for iti Two years into 
the development of Project Ego and Dene and 
Simon Carter, the brothers behind Big Blue 


Le Sno cl carar hir Флаг Heat aly جز‎ = = 
Hox, are sm searching ror tat elusive B+ 


encompassing moniker тог Their progressive 


RPG. "It's been the toughest part of the 


development process so far,” they sigh before 


assunng Edge that they'll think of something іп 
he WaT t ғ қана - 
He ^ n d 150 m ГЕРЕ. С the түс) n ina on the 


brothers’ minds was a game title. In 1998, they 
Іей Bullfrog after having worked on two of the 


once great developer's key games, Magic 
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arpet anc Dungeon Keeper. СА was in the 


lacing the studio's ambitious 
orginal products with reams of branded 

sequels, and the Carters wanted out. So they 
set up Big Blue Box realising an ambition for 
e independence that had been quietly 
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games [Denes first was the excellent Gauntiet- 


ehla CBA shooter Drie. What followed wasnt 


quite the fantasy process they might hav 


t 


Ve spent two years in publisher 
Wiüderness," says Simon without a trace of 
bitterness. “Ved get into these six-month 
relationships, then the company would turn 


around and tel us that they dian t want to 
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licence." Which was never going to happen 


Peter's friends 
Fortunately, the Carters retained their clos 


ағы || anm i ч е" i mo mmm = ы, a 
relationship with one Peter | 


vio yneux wno 
himself left Bullfrog after being asked to attend 
one endless product meetina too many. Via à 
new ‘satellite studio’ scheme, Molyneux helped 
TO TUNG tne seting up oF Big Blue Box. and 
offered his own company as an administrative 
and creative resource, As Si Tor Carter 


explains, “We realised that in order to make 


onginal games vou need a smaller team so vou 
can keep things under control a bit more. And 


Photography: Martin Thompson 


051 > 





“We find that the area around your development studio effects the 
building design more than any other factor. Н you look at Syndicate - 
it is essentially set in Guildford Business and Retail Park" 


«052 


with Lionhead taking control of the businessy 
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The Carters are inen to point out, however, 
that ННН is an autonomous commparnw. It 5 no 


longer financia 


y supported Dy Lionhead, as 
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passing of information between the companies 
s a two-way thina. Lionhead does lend out its 
own dev tools, but it is just as likely to borrow 
tools developed at BBB. The fraternal, 


supporting role remains strong, though. "If we 
rue ok ғы gum) og = " * - 
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directors, we woulant be able to concentra в 
on writing the game — which is what we're best 
and what we enjoy," says Simon. Dene cuts in, 
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mean we're developing а next-gen game for 
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There are no 2D texturemaps providing 
background scenery - if you see a hill in the 
distance you can walk to it. Everything is real 


facilities at Lionhead we re effectively a much 
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work out what people want in games and he's 
fantastically useful as a sounding board for 


various ideas, and for generating new bits and 
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Those who һауе expenenced Black 8 
White will also be gi to attest to Molyneux's 
ability to make complex gameplay ideas 
accessibile to a wide audience. As the aim wih 
Project Ego is to humanise the RPG and oet 


away пот tne geexdom usually 
with the genre, his experience has proved 

oecially valuable ftadiis those who found 
; it dirifted past 


launch date after launch date will һе able to 


thernsetves waiting for HAY a 
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OOS Peter would їка us to develop a 


game that would take 50 years. He does tend 
to be exceeds ly ambitious.” 
In addition to Big Blue Box, Lionhead has 


Ow branched out its satellite system to 
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The ego nei landed 
Referring to Project Ego as an APG 
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never ved up to our expectations," Simon 
explains. "In pencil and paper 'D&D' vou really 


shape your character — but somewhere along 
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the role playing game 


At a very fundamental level. this has meant 
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"Most other games stand on the shoulders of 
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Tolkien and we really didn't v 
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жер! out of the darkness and tried to steal one 
of their children, they wouldn't just go 


lave se hit points si 
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huddied communities against the darkness 


and if vou look at Grimm's fairytales this is ven 


much the atmosphera they create." 


hat Grimm feel is immediately evident | 
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there's also the sense of menace. Nomad 
tribes and wild beasts lurk in the darkness of 
the forests, too. It's also an amazinaly organic 
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а viewing distance of around eignt kilometres 
And there are no 2D texturemaps providing 
Баск jadis scenery = if you see a 1 n tha 


distance you can walk to it. Everything is rea 
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slaughtered (The Carter brothers are keepin 
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tight-lipped about who dunnit). Like Shenmue 


than, Ego is a quest for revenae, but it's ona 


that wil! take many years, during which time 
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FAQ 


Company name: Big Blue Bo» 
Founded: 1998 

HQ: Godalming, Surrey 

Number of employees: 18 
Projects in development: Project Еси 
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Project Ego features а number of NPC heroes who attempt to steal 
the allegiance of villagers 
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Throughout the game various roles are open to the player. Apparently 
most people who have tested the game prefer to be an assassin 
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processor for running all the graphics stuff and 
you ve got a sound processor Tor doing sound 
With PS2 you get a bundle of chips which can 
be configured up to do whatever you want. 
And while that freadom is very nice and 
probably allows you to some very flexible 
things its an absolute bugger because you've 
got to make sure all these things work perfectly 
in sequence and in tandem.’ 

The Xbox hard drive has also proved a 
liberating, indeed vital part of the Project Ego 
blueprint. As Simon confirms, 


ritical to the game due to the sheer amount of 


"Тһе hard disk is 


simulation data we re throwing around, it 
needs to be stored somewhere and the hard 
disk is the only thing that's big enough." Indeed 
the world of Ego is a chaotic one with ripples 
and ramifications spreading out from every 
action. You can't store that information on an 
aMb memory card. And just in terms of raw 
visuals, the brothers are keen to stress the 
benefits of Xbox over PS2. The latter has no 
texture compression, v 
compress up 1o four times, “and because you 
can stream stuff straight from the hard disk 
with pretty much no latency, you end up with 
16-32 times as much room for graphics as 
PS2,” finishes Simon. This has essentially 
meant that so far the Big Blue Box artists have 
met with no polygon count barriers. "The lead 


mila the former can 


"Microsoft are great to work with. As soon as 
we said we were having trouble naming the 
game, they hired a company to help us" 


the landscape system on the Atari ST). Their 
only worry is what people might do with the 
game when п 5 released 


to wander around in just a pair of pants and a 


1. It Б after all possible 


menacing sneer, and there are children running 
around everywhere. You can, Edge is sura, 


come up with your own Daily Mail headline. 


Confounding Factor, Big Blue Box has been 
surprised and delighted by Microsoft's айт 

to дате development. “Microso 
work with," says Dene without amy prompting 


ft are great to 


“Any time we've wanted data they've got it. As 
soon as we said we were having trouble 
naming the game, they hired a company to 
halp us." 

According to Simon, e first hooked up 
with Microsoft at ECTS 2000 
ur tocus is entürety on quality 


e them 


‘They came up 
to us and said, 'C 
games, we dont care how you produc 
I! was every developer s aream. Ало when ine 
team took delivery of the dev kit the 
nstanthy impressed. "First of all there's the ease 
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of development. It's a very simple architecture 
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You've got your main processor for running А! 


and дате stuff, you ve got a graphics 


character alone takes up 15,000 polys, ponts 
out Simon, “which is more than the ent 


graphics engine in Magic Carpet." 


Futureworld 

"Our goal after this game is 
team and a half, working on two products, 
prototyping the next game while working on 


to move up to a 


m 


sequal to this one if its successful. But we 
don't want їо е 


that we lose the small company mentality, 


xpand our Doundcanes so mucn 


states Simon. However, even if the game is a 
prenom hit, don't expect a sequel to be 
inevitable. "If it's appropriate, if it's not just 
cashing in, then we'll do it,” says Dene, "it 
would be nice to see where the world goes 
next - the same way you would with a TV 
series. We've spent so much time building this 
vorid and the people who inhabit it, | would be 
interested to sea where they go afterwards." 
you sense 


that the Carter brothers, and more recenti 


After 15 Years in development, 


their ciose-knit team, are as enthusiasbc about 
Eoo as they were at the beginning. If it works it 


could be one of the most intriguing and 
immersive gaming expenences Britain has 
produced. And there is a good feeling 


here, a feeling that it will work. 





The game features an online community site where players can 
exchange characters and experiences and send each other 
postcards of key successes 


Power Struggle 
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The year 2002 will be one of the most exciting in 
videogame history. But with three main players 
fighting for your wallet, where will your loyalties lie? 


оа true videogame enthusiast there is 
Î {| nothing quite like the өте of fresh 
packaging. The first cardboard seals 
are undone and the polystyrene casement 
slides smoothly out of its box. With reverence 
the plastic bags are opened and the cable ties 
unwound. For a true videogame devotee the 
wrapping is almost as precious as its contents. 
But not quite. 

In 2002, millions will be savouring the thrill 
of extracting a shiny new console from its 
packaging and firing up a next-generation title. 
Mano Sunshine, Metal Gear Solid 2, Halo. 
Titles to obsess over. For many consumers the 
choice of console has already been made. 
Hype, word-of-mouth, brand loyalty — these 
things will always sway public opinion. But for 
the first time ever the notion that the market 
might support three consoles at one time does 
not seem so farfetched. Certainly, GameCube, 
Xbox and Р52 appeal to different tastes. 

It's always folly to predict the future, 
Specially in the world of vid mes where 
even behemoth companies come and go. But 
for those who are still unsure about which 
console to purchase, Edge offers the definitive 
guide on the future of the three main players. 
Of coursa, you could always find room to store 
three more boxes in the loft... 
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ШЕШ ! looked like an outlandish hi-fi, the 
games were awful and developers 
were already grumbling about the 
complicated architecture. But when it launched 
on March 4th, 2000 the PlayStation2 sold 
980,000 units (making it the most successful 
launch of a console by a huge marain). But ever 
since, Sony's second console has held the 
dubious title of being the most hyped games 
machine ever conceived, 

It's a situation which has generated 
ambivalence across the board. If consumers, 
publishers and developers were to gather 
around a table to Judge the machine, it would 
receive wildly mixed responses. Developers still 
feel that Ihe wrong architecture was chosen; 
consumers see Й as a good prospect 
underperforming; while publishers are now 
beginning to warm to a platform which has the 
potential to make them a lot of cash. But for 
many, the first 18 months of the PS2’s life has 
been woefully disappointing. 

Certainly, the 'x' factor has been missing. 
Sony cleverly labelled its 128bit CPU the 
'Emotion Engine', a move which instantly set 
tongues wagging about the potential for deeper, 
more profound game experiences (hype which 
Sony did little to discourage). But the 
dissatisfaction of being offered soulless and 
derivative games at launch, such as Foge 
Hacer V and Tekken Tag Tournament, couldn't 
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have been more dismaying. Only the 
captivating, yet esoteric, Fantavision offered 
something innovative 

In its favour Sony made the bold move to 
include DVD playback out of the box. It was а 
decision which encouraged many Japanese 
consumers to buy а PS2 (entry level DVD 
players were stil expensive at the time). 
However, while the sales of DVDs tripled in the 
week the PS2 launched, software sales 
remained worryingly low. A trend which has only 
begun 10 pick up in recent months 

Now, 18 months on, things are looking 
much rasier for PS2 owners. Developers are 
coming to terms with the parallel architecture 
and fears that the PS2 would suffer the same 
fate as the Sega Satum now seem ridiculous. 
A mixture of hard work, trial and error and 
middleware tools is also ensuring that 
development cycles are getting shorter and 
game quality improving. It's taken much longer 
than anticipated, but exceptional titles are 
beginning to come through. Devil May Cry, 
Pro Evolution Soccer, Metal Gear Solid 2, Rez 
and Baldur's Gate: Dark Alllance, among others, 
will be giving PS2 owners much pleasure over 
the holiday period. The PS2 release schedule 
tor 2002 is equally impressive and Sony 
estimate that there are some 300 titles 
Currently in development 

It is difficult to argue against PlayStation2 = 
dominance over the next two years. Price cuts 
in every territory plus the prospect of games 
enhanced by hard drive and Internet 
functionality will come to fruition soon. The only 
thing which must remain a worry to Sony is how 
long the PS2 can stay ahead of the baying 
pack. In a couple of year's time the machine 
may well have reached its peak - at least 
technically. its a worry highlighted by the 
company's decision to bring forward the 
arrival of PlayStation 





Significant events: 
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Peripnerais 


ВМБ memory card DVD remote control Keyboard/TFT screen 
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tuy fircpery ecu Ciis GER debris diis 
can boost data storage to up to 32/0. (£102! consumers could watt indefinita operated through а standard controler ОЗ ith the screeris coming in at PBS 


Getting hold of a PS2 


cons decison to drop the pige to £199 for Christmas was а senous blow 10 the Dixons Ultimate package 

PS2 + extra controller, official ВМВ memory card, WAC, Rayman M, Crazy Taxi and TimeSpitters £309. 
НМУ 

| 4 Е PS? + Grand Theft Auto di, The Waalast Link, Crazy Taxi, Monkey Island, TimeSplities and DVD Remote 
3 not во ciearcut ҥ other termitonas. Reports suggest that the GameCube had a better contri £300.43 


-Dmpetiten Wit no Хінгік иг МА mand ne гіа release date for the Бате бе, 


Sony is rubbing its hands at the prospect of а clean sweep in Europe. But tie situation 


aunch day than the FSA in America and the Xbox saw atual Manod activity at retall MCV 
But for UK consumis there is only one та! olên this Christmas: PS2. While the PS2 + buy any game and you receive a Joytech controller plus DVD remote control free 
Electronics Boutique 
$ PSe + Red Faction £219.99 
Orospecta of Sony's machina. The standard unir with ene controller i& £799, but Currys 
high street stores ane enticing shoppers with а number of deals, Here is в Selection PS2 + ‘Charlie's Angels’ DVD + Crazy Tax £229 


Dreamcast value pack at ESO offers AMAZING value, it will da liia to Combat the long 
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The games of 2002 
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Industryopinion 


| think it will be very interesting. Historically we have not had three plausible competitors for 
very long. Sony is certainly well established now, and has some excellent titles at long last. It 5 
fashionable at the moment for developers to criticise the performance of PS2, but this is not 
very different to the GameCube, at least - possibly better, The extra price of the Xbox, ugliness 
of the box, and fewer attractive titles (Halo notwithstanding), | think will be major factors in how 
the machine does. | would expect it to come third in the ‘race’, despite a doubtless huge 
Microsoft ad spend. So my money is on Sony holding its top position for a long while yet at 
least, with the biggest threat being GameCube | Ce сізім i the promised thirdparty 
GameCube machines start to appe: ar). The Xbox is the better spec machine but then, so was 
the N64 last time around and it did not win through. 

David Braben, managing director Frontier Developments 


I think there's no doubt Sony has built up a formidable lead, and the pricepoint right now is 
bang on. Nintendo and Microsoft are tough competitors, and I'm sure both Xbox and 
GameCube will sell 1.5m units in all of the territories, but the real test for these machines will be 
to see what they do in their second year. Sony have struck it big with tities such as Grand 
Theft Auto Wi, Metal Gear Solid 2, and Pro Evolution Soccer, bul also with new franchises such 
as Devil May Cry and Jak And Daxter. Next year, there will no doubt be sequels to these 
games alongside the shipping of the hard disk and broadband adapter. Hight now, | find it 
difficult to believe anyone could convincingly argue against the crown remaining with Sony 
David Lau-Kee, managing director, Criterion 


sony will dominate the market with PS2 perhaps even more so than they did with the 
PlayStation. The reasons are simple: Sony is the best consumer electronics company in the 
word. Mums and dads own Sony televisions and videos and trust the brand for ther chidren 
There are over 70 million PlayStations in the wortd and people are usually averse to changing 
brands. Most of the world's best games design talent is developing games for PS2. There are 
several "must have’ tiles exclusive to PS2. Sony has made баку ‘cool’ through both its 
advertising and youth life-style association. So for me the war ls over before it has even begun 
lan Livingstone, executive chairman, Eidos Interactive 


Sony, sadly, have saturated the market. Regardless of the multi-billion dollar marketing 

Ееее that have been researched, focus grouped and play-tested, Microsoft are going 
high-brow and TENEROS too subconscious. Joe Punter will see that triangle, circle, x and 

square апа shell out for the farnilar 

Aleks Krotoski, presenter, "Thumb Bandits' 


Conclusion 


Sony's first battle has already been won: a 20m global installed userbase is a figure which 

already puts it in а commanding position. Even more devastating to the competion is the 

PlayStation brand, which is now synonymous with шортан worldwide. But there are 
chinks in the armour. Though developers now seem happier programming for the Р52, the 

notion that the machine is hard to work for has stuck. Triple-A titles have been thin on the 

ground, too, with the Xbox launch line-up, in particular, proving a bad omen for Sony. 

Though the PlayStation brand will continue to dominate over the next two years, its = 
strength is sure to бе more in question by 2004 
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TimeSplitters2 

The orignal Түти йн їй ЕШ one of the better 
rmultipsyer gamas around. but if was ші criticsed 
for йз lac of a deep and rewarding sngleplayer 
experiance. Although mo emphasis will sil ba on 
mitlipiayer mayhem. a mission sinucture is baing duin 
mio ihe sequel, This vell include interaction with 
characiers wi Ihe дата word and обесе io 
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stuntman 

Definitely one of those ‘why dict па one think of it 
before?’ concepts. SITRAN asks the payer tO drive 
vehicles іп six eonsacullvg Holvood movies, from 
gangster Ricks ta a Honk Kong-based Bollywood epic 
The stunts can pe performed Over and over ager 
Blowing the player 1o perinct ther technique and mae 
the sequence as dramatic ве роввізе. Risfiecsons (сі 
Destruction Derby and Dover tama) have a good Баск 
record and this wil be à formidable summer release 


Dead to Hights 

Thirdpersen action tities hava trecitionalby failed to 
imeress dus ta clunky eontrois and absant minded 
cameras. His an anwa That МіМТІССТЕ US aarm аге 
acido іу tacking to make Desc to Rights the most 
fluid and user-friendly валада île îa daste Key 
rnanoevnes will єй Йй a ватт command and me 
ati, in siue cen time while shooting and diving for 
сқан Hope Ге ener A мий keep vying Tene 


and challenging 


Final Fantasy XI 

Faling somewhere between Ever Ouest and Phantasy 
Star Online, Squares інен Fina! Fantasy цагла & 
Bready жегі sumptus, There ss stili scant 
information about the Пти Quest tor $ mere actua |5 
One), Nevertheless, having ma abiiy to form aliancas 
Құт super-cksicmmad Oraatures: and пава Chocobos 
shoukcd provide many hours of soc;bie entersmrmert 
Liriiorganatiely б mary jumt be loo full of Final Fantasy 
епаланеф: tor mu tags of many 


Virtua Fighter 4 

Alraact thrilina amade інге in Japan, Virus Foer 4 |н 
set ta take on Seu Calibur 2, Taken 4 and 

Dead or Ale 4 Е à head-to-head contest next year in 
raality the series has whweys rele) on an ігіпсаіе 
biock/oounter-aftack dynamic to set it apart fom The 
more bornbasbc сотни. Yu Suzuki тє aieo ensuring 
trat | wil impress in the graphical denartmaent. Dont 
expert а mica departunm rom previous verser, bit 
jo expect а танат consermon 


Auto Modellista 

Exclusively previewed thia aaua, Auto Mogelsta & a 
truly RHET pe Шка any Graphical 
есппідие, cal-shading can Бе used To good or bad 
effect. Fortunately, curent évidence shows a higî 
dapes of erisir and nefinarmernt m fhe visuel 
Әегегттегй, weld mae toig aeo SENT ГЕНЕ 72) 
igniting and blumng effects. The gama wil aso take 
adwartage of onines сүй. gang players ihe chance to 
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he computer community would have it 
t as a wolf in sheep's clothing. and a 
look inside the black Dox reveals the 
component structure of the console to be 
almost identical to that of a desktop machine 
But while obsessively spec-happy fansites 
across the Web have been quick to decry 
Microsoft's entry into the console market as just 
an underspecced PC, they're somewhat 
missing the point. One of the box's greatest 
strengths is that PC programmers can finally 
work towards constant system specs, rather 
than optimising a game for a speculative 
minimum. The other is that games, in theory at 
least, should be free of the crasnipatch cycie 
that's symptomatic of developing for a 
constantly evolving system 
Sû, while the Xbox's 733Mhz Intel 

processor a direct descendent of xOB6 
architecture never designed for videogaming 
relies on brute force over elegant construction, 
it's the graphics chip that shines. A proprietary 
version of nVidia's GeForce 3, it provides display 
capabilities that, on technical facility alone, 
axceed those of its competitors. While many of 
the launch titles aren't visually overwhelming, 
Dead or Alive 3 seams to sum up the box's 
strong points perfectly; beauty and power 
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There's little subtlety to the casing, with a 
plastic exterior that feels solid but looks cheap, 
and a giant areen branding 'jewel' (Microsoft's 
quotes, not Edge's! on the roo! that does е 
to enhance its appearanca. And of course Its 
big, or at least it is if you put it next to a 
Dreamcast or GameCube, But, importantly, 
it's actually smaller than a VCR, and less 
ostentatious than anecdotal evidence would 
have you believe. It doesn't look out of place in 
front of a TV, or, significantly, on top of a DVD 
player or cable box. 

The presence of four controller ports (and 
9ft controller cords, as Microsoft's initial press 
releases were at pains to point out) is welcome, 
and the network port allows multi-console 
gaming as well as providing access to 
broadband connectivity. That comes with the 
purchase of an as-yet-unavailable broadband 
adaptor (although the tech-savvy will be able to 
use home networking to connect their Xboxes 
to each other via their PCs), The machine's 
ability to play DVDs also stands as another 
optional extra, and perhaps a reasonably 
cheeky опе in the face of the base unit's hefty 
$299 pricetag. 

Software support at launch was strong, 
something of a surprise in the face of a 
development community that initially seemed 
reticent to get onboard unproven hardware. 
Strong sales in the US and a good reception for 
the first wave of titles should see a little less 
commitment caution, and Xbox is also likely to 
become the homebrew console of choice, with 
а port of arcade emulator MAME already 
existing for the machine some months before it 
was released. Sites like xboxgw.com (creators 
of a viable online service for the box, initially, 
ironically, via Linux) and xboxhacker.net (devoted 
to Xbox system modifications) can only be 
symptomatic оға community who already 
seem to have the larger ашт of reverse 
engineering the console back into a РС. 
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Getting hold of an Xbox 


While pre-orders were avatable in bundles only — both Toys R Us and Still, for those who managed to avoid immediate temptaben, current online auctons are 
Electronics Boutique based retall packages around advice from Microsoft — oroviding opportunities to buy the base unit at under £300, and the strong value of the 
mari shops took to selling the unit alene on launch day, for B2 99. ШК pound agains! the Canadian dollar is making Canadian exporters Ie canny Importers 
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The GameCube controllers are heavenly, the PS2 controllers are fine, but the Xbox controllers 
- they look like cheap toy spaceships and feel — well, shit (lumpy shit at that). The only 
controllers | can remember disliking more are the angled westem Satum one and the Jaguar 
one. But looks and feel aren't as important as association and product. Microsoft — | don't 
now. | can't think of a time when Xbox would ever have appealed to me in preference to PS2 
or GameCube. There are plenty of players who want to associate with the cool and 
contemporary - and that's Sony - and there are the younger at heart (and those who control 
them) after something safe and fun for ай the family – and that's Nintendo. 

Gary Penn, product architect, Denki 


Halo didn't blow me away initally. It opens like a PC title. But in a short space of time | was 
utterty captivated. Is it a ‘killer app'? It could be, but commercially, it's still a nerdy PC-boys- 
ony type game. Will it attract players who've grown up with PlayStation? I'm not sure. And will 
it attract hardcore РС FPS players? Again, I'm not sure, they'll all wait for the PC version, and 
drone on about how much more powerful their own hybrid PC's are over the Xbox. 

The machine's a superb DVD player also, much better than the £500 Sony player I've 
already got. Will it be a success? | think so. They're in the business for the long haul. They will 
sell to early adopters and home cinema nuts, but for gamers, it comes down to the tities. The 
launch line-up just didn't impress me. Many titles felt unfinished and lacking polish, or like PC 
Games. It's worth it for Halo, but what до 1 know’? 1 bought a 3DO, a Jaquar and a Lynx. 

Alex Ward, creative manager, Criterion Games 


The Xbox vertex shaders aren't as flexible as the vector units on the PS2, but they can handle 
everything I've wanted so far, and are much easier to write than PS2 VU code. This gives Xbox 
developers a chance to avoid doing work, but also means that when you're trying to push the 
machine, you have time to go further - writing more different shaders and trying out lots of 
Techniques, rather than having to waste time writing things like polygon clip functions. Where 
the Xbox really shines, though, is in the per-pixel programmability, It opens up all sorts of 
possibilities that just weren't practical before. Some Xbox games use full-screen antialiasing, 
while others (such as Project Gotham) do not. It is interesting that what the Xbox describes as 
‘not antialased is the same thing as what PS2 games call ther 'antiallased mode’. People are 
saying that Xbox is just a PC in a box, but this really isn't true. There is a lot of room to treat it 
ike a console, bypass the DirectX libraries, go direct to the hardware, and wring a load of extra 
performance out of it. | doubt you'll ever see something like DOAJ running on Windows. 
Shawn Hargreaves, lead programmer, Climax 


Xbox must be taken seriously. We've been seriously impressed by what we've seen of both 
the machine and the people so far. Unusually, their first-generation games are outstanding, 
which hasn't historically been the case with comparable plationns. Imagine what the second- 
generation games аге going to be like? Now that's a mouthwatering prospect 

Joe McDonagh, designer, Elixir 


Conclusion 


If the Xbox were a character іл a generic 2D fighter, it'd be the strong, fat. ugly one. Initially 
uncomfortable, it's let down somewhat by the overdesigned controller, but the quality and 
range of software looks set to more than compensate for that. In Halo Microsoft has a game 
that's worth the price of the system itself, and the fact that it's so eager to prove itself a 
worthy competitor in the console market can only bode well for the future E 
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Jet Sor Неміс wes stunning. and Ғалиға іст ever 
better Allowing їз payes the fmedom to пісе wound 
Tokyo. sprayma È cool and partaking in rminiatum anime 
rebellion, i£ was the game that brought cal-shading Тс 
the attention of gamers everywhere. While sales orfthe 
Deamcasi AEG DOr (SOT ТІНІ OGIO Dis RE гї 
to a lack of marketing spend, ûr just consumer apathy 
lor ning skating risdereenours), Jer Ser Rado Future's 


presence or The Xbox isn't about mones. Ws about stylü 


'anzer Dragoon 
T SAF gives ihe Xbox à subtle sheen of cool, than the 
presence of {Пе Panzer Dragoon franchise gives її ados 
amongst the hardcore. NE pao нінің hase Сеп 
release about the Xbox version, tha mera wihesper of ita 
mame was enough ta make the Tokyo Game Snow take 
tha Microsoft machine a litte mone serious, |! nothing 
ela, i'l carve to inflata aay Panzer Dragoon баса 
prices even further 
Elite 4 
IE пої, e far gs Edge is aware, an Xbox exciusve, but 
The Bleeniood tat i) require а тага disk makan Xbox 
concevably the sole consolts recipient of Frontier 
Develop Ties” next work. IPs playing 4 coy, aaia ther 
style, Dur even Слеза rumours of orêna play and 
passte worlds. Hie 4 coud be enough To woo 
Ик» Баб of pone captured by amie йагни of Bel 


and Баал в ungere 


An aay vest to Confouncing Factor left Edge rmpnessad 
by the freedom within Gade work, bur ts appearance 
Ж П жаз (Жыты and wracked with irame-rate dus 
But appearances аі shows can be decenive - 506 
Hant recepbun at fs veers ЕЗ- and rens stil rer 
anticipation іст Galan, albeit precdorinantiy bazad 
Gents tomb mirng past 


Bounty Hunter 

The darker of the two bands of frstparson shooting and 
suos ойу prevewed m E101 [fra other bang Point 
Blanks Falcone Enter the Maelirori, Bounty Huria s 
SOG rasion baien fying anc running m ord 
strong saling point. IFit can bulld on Hades understated 
usa of vehicle combat and multiplayer possiblltiag. " 


сома prove unmissable 


Wreck lass 

A bombastic senes of misgion-based challenges mn 
dewntewn Tokyo, Vereckgess la iow Madnani 
designed by historic anime Tang. Whilé Powa Gotham 
shes gway fram destruction and forces tha player Tc 
concentrate on the art of driving, Vireckdess — or Double 
STEAL, tn use its assiomi tiie = tales ап approach 
fals more GIAN man Gis: get the job done however 
you can. Garang fobcre sans exclusive diving games 
аге кшш O Tee success. аге Microson wil 
Dope Wreckless раға ақа oes wilh B perch fer 


рела destruction to naad rewards 05 machina 
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Total control 
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aving fun is a Senous Dusmess for 
Nintendo, and any hardware launch 

| from the Mario co. cannot be ignored. 
GameCube's Japanese debut was quiet, and 
marred by the fact that the majority of buyers 
were taking the machine and just a single game 
home with them. Fortunately, the US launch was 
a much more frenzied affair, accompanied by 
the usual PR blitz. Nintendo claims that it was 
the fastest-selling of the three next-gen 
machines, and has hailed Luigi's Mansion as 
the biggest-selling launch title in history, beating 
Super Mano 64. According to Nintendo's 
figures, it shifted $100 million worth of 
GameCube merchandise on the first дау, and 
sold over half a million units in the first week. 

So far, so good.. 

The trouble with ‘opening week’ figures is 
that practically every new system can be relied 
upon to sell out. There are enough валу 
adopters and Nintendo fan-boys to soak up the 
first shipments = especially in tne busy pre- 
Tnanksgiving/Christmas periods. It remains to 
be seen whether GameCube will be able to 
compete against PS2's greater installed разе, 
where you're convincing gamers to buy into a 
second system, and against Xbox, which nas 
demonstrably greater power and a broader 
range of titles. 

Of course, for UK gamers unwilling to swell 
the coffers of importers, the real test will be not 











how the machine does in Europe, but when. So 
far, Nintendo has been annoyingly tight-lipped 
about its appearance іп PAL territories, leading 
to rumours of a September 2002 launch. Edge 
spoke to Nintendo's PR company who had 
neither a launch date, nor any idea when such a 
date might be forthcoming. Logic suggests it'll 
be some time around Easter, but in this 
instance, no news feels very much like bad 
news. And, in the meantime, the PS2 and Xbox 
campaigns gather momentum 

GameCube's main limitation is well 
documented - and fairy obvious. For Edge, the 
lack of DVD playback is a non-issue: it's a 
games machine, pure and simple. But for the 
massmarket, vaguely looking for a does-it-all 
multimedia machina, this could perhaps be a 
deciding factor when the three games systems 
are sitting side-by-side on Dixons' shelves. You 
can just picture the acned assistant brushing 
GarneCube to one side, with a dismissive, 

"... Dut this one doesn't play DVDs." 

Because of its diminutive style, GameCube 
is often referred to as 'cute', and it's easy to 
confuse size with power. On paper, the tech 
specs sound reasonable enough, but it's what 
developers are able to draw from the hardware 
that counts, and on this basis, GameCube 
seems to have all bases covered. 

The five major releases - Luigi, Wave Race, 
Monkey Ball, Pikmin and Rogue Leader = all 
highlight GameCube's various abilities: glowing 
transparent ghosts, realistic water, flawless 
texture mapping, asset management and sheer 
polygon-shifting grunt. On paper, GameCube is 
quoted as being capable of rendering soma 12 
million polygons per second - a poor figure 
compared to PS2's 66 million and Xbox's 116 
million. But Nintendo's specs err on the low side 
пике its competitors |, and its hardware 
teatures Multipass rendering and lighting effects 
with litte or no CPU overhead, so while 
GameCube may not shift as many polys as the 
PS2, they certainly look nicer. 

And, of course, it's not how big your 
numbers аге, but what you до with them; in 
terms of its graphical and audio ability, 
Edge has no real complaints so far. itm 
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newpaper, Mihon Heira Sentun 

WOT On В mend îê arîn system 
codenamed "N2000', expected in 

2000 or 2001. When questioned і 
about the storane medium, Aris 

admits that they ara Hoey) ait al 

formats, including DVD, and thai 

hey will most lika Істен expensive 

НОМ cartridges 





Te 
HEAT May 1999 
| ' Al a press conference at ЕЗ, Howard 
Lincalm provides tha first aoncnete 
details on “Project Doiphin'. Linealn 
сівттіз thet Dolphin wil be the agual 
of anything Sony can produce but 
that it wil have a mass-market 
ҮШ ИШ, p uad GHI e M d DD ИЙҮҮ ҮА oricetag. Nintendo also announces its 
| ШИШИ LEFT TET SERT LER ШИ ЛИШЫЛ AT ИГ partriershipe with Matsushita жетгі IBM 
AMPH P ET THEE which are developing tha system's 
Lisamarie ТІПТІ + disk drive and CPU teennology 
Launch Gale: Autumn 2000 


You can picture the acned assistant brushing May 1999 
3 Later frat mont, Минг 
anmounces that US-based chip 
GameCube to one side, with a dismissive, Gesner An-X s аттен the 
phis, chipent for Proect Dolphin 


. but this one doesn't play DVDs” — Dert п дағ 


Ant-X i5 eventually bought out by 30 
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noari тылға Шемгін nw 
= Ls CE киси щт РА 


announced. along with promise of 
г етпе between СВА and 
Gamecube. 


August 2000 

The fing specs and case designa of 
GSA and GameCube ans игтунінгі al 
Soaceword 2000. Tha GHA launen ھا‎ 
scheduled for March 21, 2001, while 
GameCube is due to arrive in July 
2001 with Bye ties: the LIS imunch 
wil follow in October 2001 


Nintendo raisas eyebrows and 
Expectations in egual measure with 
its af-too-bief previews of Mano 
Surname and GameCube Zelda 
Disgusted at its new cal-ahanedg 
appearance, Americans instantly 
tcn patibonng Nintendo to case а 
ramum zi Tha anine pation 
currantiy Fus over 9.400 signatures 


tot. 
n ied = 
Se be L Ж. 


GameCube бпайу goes cn sale in 
apan, with just three aunch ties - 


facies, muted, with Eie ears 
moming queueing. and gamers 
buying softweee in paty numbers 
oten at the rabo of one game pr 
machina Thaniduly the US шщ ҥе 
two months inier s a much more 
DOSS affair 
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which accepts Panasonic's SD flash 


cards, These provide anything from 32 system (in conjunction with the NEA and 
to 128MD of storage, and open up other DD combo) which provided various 
avenues Tor audio and graphics, beyond multiplayer gaming and community 
mere сате saves services, plus email and wed Surfing. 


Getting hold of a GameCube 


Grey importers in the UK are pretty much unanimous in Their offers: basically, youll get 
a moditied US or Japanese machine (complete with extemal switch to toggle between 
US and Japanese standards), plus a дате for around £399: Typical GameCube tithes 
cost between E57 and £69 (depending on popularity) and additional joypads ane £35 
apiece, (And if you intend playing Both US. and Japanese games, you'll also nead twc 


memory cards, one formatted for each temtory ) 


Games of 2002 


Broadband/Modam adaptor 





Foreign importers such as Lik-Sang 
Малме аср сост) are offering 
switchabie consoles for E208 (rough 
prices seem to vary daily), Currently, а 
console. extrà controller and memory 
card will set you back £265. Tha fast 
courier service costs £48 and Then you 
need to add on the dreaded impart 
duty and VAT. 


Wavebird controller 


тауу of thirdparty peripheral 
manufacturers have failed we'll have to videogarring experiance, and also to 
see when Ir eventually hits the nigh cash In on GBA owners’ builtin 
street some time in 2002. allegiance towards GameCube. 


Game Hoy Advance 





IF you're visiting the LIS, at the moment you might 
have prablams picking up a machine as they're 
saling out fast. There aren't many bundie deals 
available, presumably because tha machine im 
selling well, and there's only в limited launch library. 
A machine wil cost you the retail price of 190,95 
(£140), with joypads $34,95 (£25), S-Video and 
stereo AV cables at $15.95 each (£11), and a 
component video cable at $29.95 (E21). 
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Industryopinion 


From its initial performance in the USA, it seems that having a point of difference in your 
product is what really matters, The console is designed to appeal to a younger audience and 
therefore seems to be able to define itself in the market place a litte easier, For a gamer to 
choose between Р52 and Xbox it's likely to come down to small points of difference, whereas 
with GameCube | think you either want it or you don't. 

But therein lies Nintendo's biggest obstacle for true intemational domination. The growth 
in adult-orientated gaming has enabled Sony to sprint away from the competition and it'll take 
some seriously groundbreaking titles on rival formats for it not to dominate this market again. 
For GameCube to be a true long-term success, | believe it must wholly embrace the adult 
market without jeopardising its own (albeit massive) niche with tities like Vario and Pokémon 
Glen O'Connell, communications director, Rage 


While statistically it may not quite match up on paper, you can see from the visual quality of 
the software that the GameCube has more than enough horsepower to compete at the 
highest level, and with Nintendo's peerless IP's you have to expect a certain level of success. 
But following a lacklustre launch on home soil and more rumours of serious PAL delays, the 
Dig 'N' has a potentially shaky time ahead of it next year, particularly if key titles start slipping. 
Ed Bartlett, lead game designer, The Bitmap Brothers 


From a development perspective the GameCube is unusual in that you program at quite а 
high level. The software libraries keep you well away from the hardware, and we hope this 
high level of abstraction won't compromise performance too much. However it should make 
prototyping of games easier and Quicker, and allow developers to spend more man-months 
on gameplay issues than technology issues. 

What has impressed me most so far is some of the tricks the initial software is getting up 
to. For example, the ghosts in Luigi's Mansion are stunning: they really look like shimmering 
transparent ghosts. This of course is just as much attributable to the developers imagination 
as much as the power of the hardware - but | think this is the challenge of making games for 
the GameCube - developers must put ‘creativity’ before ‘performance’ 

Chris Gibbs, managing director, ATD 


The underperformance - in Europe, at least - of the N64 ensured that Nintendos next 
hardware would have to be pretty special in order to make up ground lost to Sony, There 
were huge expectations, and Nintendo really delivered: GameCube is a staggering 
achievement. The launch titles are strong, the controller is a thumph of design and 
aesthetically the GameCube just looks fun, Nintendo is bringing Games full-circle, pulling the 
industry back from its often exaggerated seriousness. And that can only be a good thing. 
Charles Cecil, managing director, Revolution 


Conclusion 


After the rather lacklustre Japanese showing and the limited range of launch titles, 
sentiments were mixed; it certainly didn't feel like the opening gambit of a major player. 
But, the success of GameCube in the US, and the growing list of thirdparty support, seems 
to suggest that the future is indeed looking rosy for Nintendo's next-gen system. 

Only Nintendo's apparent disinterest with PAL territories casts a pall over the 
proceedings. If GameCube follows in the footsteps of N64 = delayed launch, postponed 
software, poor PAL conversions, lack of marketing spend - then GameCube could — .. — 


end up a very poor third in that small island off the coast of Africa they call ‘Europe’. ~_=— 
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Mano Sunshine 
Notibi abeant from the bunch line-up, Mano memara 
Мітікекіс е tump card for the middie of 2002. Details ang 
Scant, зама forthe tct that Іле piumpers usus jumping 
Cec і present. and he's eguiped wit sor sort ol 
crystaifine backpack. The sary demo at Spaceworkt 
didni show enough to be impressive, pur Mano is the 


jewel m Nintendo's crown: expectations remair: high 


Soul Calibur 2 

The orignal Dreamcast version still impresses, and ta 
Пом! of a graphically supenor веда! = on a Nintendo 
system, of all things — iz quite mouthwatering. Haerng 


вай hast, it’s armo destined for РЕ2 and Xbox m5 wall. 


Biohazard 

The oigna Elahazar is en route to GameCube with 
masslvely updated graphics and a more axpandive 
garneworid. Acirittecy the game nas been seen dnd 
played by many people over fhe course ûl Aa liespan, 
but like a Special Edition director's eut DVD, tha option 
of discovering new material and savounng the tesh 
Мең i strong. ЇЇ also opens tha door for mores 


maus- hanad tiges on GameCube 


Metroid Prime 

Now toe sole praeci ar айға LIS codeshiop Retr 
Studios, Мет Prime hes been The came of rumou 
and commmwerey snos its announcement in March cf 
1988. me comming saga of Samus Aran шасы ws 
Местжі зибеғесі #5 әуеніне erntuersesrment wha 
Shigeru Meses oecined fo damo Te game m 
apacesvorid 2001 due to problems wih ts conim 
2st While no rea бебі nme Geen ағай = Mocking 
whether ік a fest or fririperson game - hones are sii 
high that Retro, under the guidance of Meysrmoto-san 
will deter 


star Fox Adventures: Dinosaur Planet 
Бага арас MEM tile was on course lor а 2001 mease 
when iha dacision was taken to moe t aver fo 
GameCube. Since then, re aventure gane чая Der: 
gen a rai eover and the major elamants altered to fir n 
with the Star Feo universe. Although the games hartge 
Е still evident in ine construction of the qarneworkd, Its 
ganha shying Ін quite splendid. If Rare сап sort out 
some of the freme-rate problems af вагу carriage - and 
not Steal too many ideas trom aeria - Il Gould have a 
winner on its hands 


Кігіуу 5 ТІК n Tumble 

Nintendo's first real evidence of the GBA-NGC link-up Ін 
thia Күп game in the vein of Sumer Monkey Bal. Tha 
GHA саппапе COTS a Tit rmmechanism waing үны 1a 
COMO Furbys actionis ûrarraan (ошап итогу the tit n 
Screen will mean you can't actualy see anything. hênî 
LSE ae аілатея ае бт in сопло with ihe 
NGC Arby game, Krby is presented in ай не 126064 
ку, and when he talis aff a piatiorm he dais onto the 
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Тесһ-врес5 


CPU: Emotion Engina, 1280, 294 912MMnz 

Graphics processor: Graphics Synthesizer, 147,458Mhz 
Other processors: Input Output Processor (ЮР). Signa 
Processing Unit (SPI 

Main RAM: 32Mb RAM 

Memory bandwidth: 3.2G35/soc 

Graphics RAM: 4Mb embedded on GS 

Theoretical performance: GEM polygons/second 

Estimated real performance: 20m poygongs/second 

Graphics functions: Bull in maar тіртіарріпд, һіппів-пияй 
antialiasing, zero cost alpha Blending textum moduli ion par pog 
fogging. Full screen and multeass antiallasing supported vu 
sample code. TAL angina i complabahy peagrammabile 
programmers are encouraged to directly a&drass tna hardware 
rather than a software abstraction 

Sound RAM: 2Mb аптаба) on SPL 

Audio performance: ЯН channels, AAA, Coty Digital 87 


Storage: 4x4, "(b DVD. АМЕ memory cards. optional hard disk 
icspaecity unknown), potential for ILink and USE gierage devices 


Input/Output: Two game controller ports, two USS ports. ім, 
AC-in, AV Multi-out, Digital Qut 

Networking: Slot lor optional broadband modem. opfonal LSE 
model Fom thardparties 

Notes: European and LIS models am bull with a moture of 0.25 
and 0.1 micron technology. and aimo differ from Japanese models 
by hawing embedded sound RAM and а bust in siot tor hard 
drivebroedband instead of a PCMCIA siot 





aturally, it's difficult to get excited about PlayStationz 
when two other new consoles have just launched. 
But there's no getting away from the fact that tha 
first 18 months of its existence has been tinged with 
disapoointment. (It's a factor brought into stark rele? by Xbox's 
launch line-up which includes the exatted Halo). There have 
simply been too few AAA titles to warrant a ringing 
endorsement of Sony's next-generation consols 

But that's the heart of a gamer talking. In terms of 
mainstream penetration, Sony has done its job with 
painstaking efficiency. А 20 million global installed base and 
Counting telis its own story. The real teat, though, is not 
Shifting units 10 Ihe masses now, but ensunnag that the hearts 
and minos of hardened gamers are not enticed over to 
Microsoft and Nintendo later. On a positive note, veteran 
thdparty publishers, such as Konami, Saga and Capcom 
are coming through with quality titles. The year 2002 wi 
surely бе a tremendous one tor Sony, let's just hope а 
10/10 title is imminant 





Edge verdict 


Sony's influence is all pervasive; the PS? is eminently 


the machine to buy if you want tho '& miaon 
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Tech-specs 


CPU: 7333 Hc Intel 32bit CPU 

Graphice processor: 300 IH? Nvidia GPL 
Other processors; Z00MMz Nvidia МОРХ 

Main НАМ: Mb unified memory 

Memory bandwidth: 6 4Gb/sec 

Graphies RAM: попа (БЛМ ш/к БАМ! 
Theoretical performance: 150m polygons/second 
Estimated real performance: 50m polygons/secónd 
Graphics functions: Hardware transform 

Bnd Botrbing, Tull-acreen antiallasing, variety 

of 3D енесіз. four sirmulranadgus textures, 
tentur ecompresesinn 

Sound RAM: rona (бАМЕ urifiec НАМ) 

Audio performance: 256 2D channels, 

54 3D channels, nartward 3D affects 

Storage: 5x 4. Tish DVD. 8Gb hard drive 

ЕМІ memory card 

Input Output: Four game controlier ports, 
E&xperieeon реті (нтхиняағу АЛ part 
Networking: 10/100MBos ethernet 

broadband enabled. ootiónai 

Біле modem 

Notes: The Мұқа GPU теге the CPU trem tha 
buk oi the 3D processing. Sound is handed by 
the MCEX. The hard dei is designed prmariy 
аса sorstch paf (0 extend roin merry 
Қаған Inani Tor Kanglerm gare аа аар 


К publishers are treating Xbox caubously, 
believing the entry price of £289 may prove too 
high to bud a significant immediate user base. 
But the rumoured September release of the GameCube 
has to work in Microsoft's favour, and much of the success 
will depend on how easily a moession-hit public accept the 
snowstorm of түре that wil inevitably surround tne March 
14 release. Either way, the machine's positive start in the 
US, in terms of both sell-through rate and reception from 
developers. с sure іс infiuence intematonal support 

In Japan heres something of a culture barrier to 
overcome and while gares like Dead Or Ahe 3 and Jet Set 
Надо Future will undouttedly go sore way towards 





persuading the Japanese pubic of Microsoft's serious intent, 


the twin brands of Nintendo and PlayStation ага formidable 
opoonents. Microsoft's biggest weapon is the exclusive 
franchise, but rumours of Shenmue going multilormat іші? 


gong to help its cause, and nor will ports of oid Konami = = 
psum 


franchises, with or without tha X suffix 


Edge verdict 


Micraseaft’s 


prosperity. The choice for биттин 


Tech-specs 





CPU: (BM PowerPC: Gekko, 1284, 405MHz 

Graphics processor, Flipper 128bit. 202.5MHz 

Main RAM: 24Мр 

Graphics RAM: ТЕМБ 

Memory bandwidth: 3. 2b/se 

Theoretical performanca: 12m poalygana/secand 

Estimated real pertormanca: 6-12m polygoans/second 

Graphics functions; fog, subpixel antisliasing, HW Бр! xE, aipha 

blending, virtual texture design, rhult-texture 

manpgping/bump/environment mapping. mipmapping, bilinear 

hitering, realtime tartus decompression (BSTC), 24м! colour 

Bound RAM: BE instruction RAM + wikis НОМ, euatom 

[Ebit DSP 

Audio performance: El channels ФКН 

Storage and media type: 7 53 GameCuba disk drive, dhit 

Digicard Rash memory, БАМ 

50+ Digicard actantor 

Input Output Four contrüller ports, two Digicard нісін. one 
zo АМ outeut. one Digis AV output. Figh-spead ран мн pon 

Networking: БЕК modem and еткелі ports 

Notes: Мої the most powerful machina on offer, 

bul several deveopers think it's genuinely aüsy 

іс work on. Mintendo has focused Баам en graphics 

lurcticrs ho айсы а seemingly surprise- free ecerating 

alam. Bul only gs long as you only want іс develop 

games — me system айман Ohare Мне Бану 

AME Diae next іс 25 adwerszaenes 





espite the machine's appearance, the eclectic 

launch line-up and Nintendo's dismal track record in 

Europe, this is the machine we all want. There are 
lew dedicated gamers who can ignore the appeal of the 
Nintendo brand and all that it implies. 

The success of GameCube's US launch shows that 
there's sii а huge and loyal fanbase for Nintendo. But wil It 
enjoy the same luxury in Europe now Sony's machine is at 
£199; now that shelves are bulging with big-name PS2 titles 
once the all-powerful Xbox has sauntered in and nooyered up 
your remaining cash? But the biggest question ls: will Nintendo 
change its attitude towards the European market? The 
hardcore nave aireacdy turned their back on the UK highstreet, 
choosing instead to pay the price and impor. But how long 
before even the most fervent Nintendo supporters tre of the 
PAL conversions? 

Edge wants GameCube to succeed. But in this 224 


кб, 
part of the word, it's not a surefire thing any more, = 


Edge verdict 
Vibrancy-and invention; GameCube may be overlooked 


by the masses but will become the family favourite 





Territorial advantage 


Videogame tastes have always differed from one country to another (although there's really no accounting 
for the popularity of Jet de Go! in Japan). More than ever before distinct battle lines are likely to be drawn 
across each territory during the next console war. With Nintendo disdaining Europe and an American 
heavyweight forcing its way into Japan, market penetration is likely to be very different in each part of the 
world. Here, then, is Edge's assessment of the global picture over the next 12 months. 


d 





жн mom agn a 











ІҢ ыы 
B. LTD Gi T NE AWO ІШІ). B RR I HR N 
| |t i d (ЇЇ ЇЙ ЇЙПЇЙ ЇЇ ЇЇ 


ЇЇ ШЇ ЇЇ ШЇ ШЇЇ ӨРІМІН 


iVm m RO AT VIT Y ji mA ATH 11] 
M PL " mni ШІМ 
WA a UT E A LU 
Qr ЇЙТ ЗИМ UE (Ш ETE I i 





b und (i 


1 к; r 1 
I— 





Ш ЩТ 
8 
m | n ШШ m TN 

ry 1^ Wy ПП mi anm ИТИИ DAY HEC ИРТА ON! qam 1) ЕТИЛ PD FLUR QA AM LT 
[m n I" i trà qq M mo um m qu ЇЇ E EE EC EA A LAN V OR TO ІШ ni ou du LT FEE [T mmm ANY Ї ҮЛ 
TH „ШИЙ ur Ul ШЇЇ \ li |) | 

ШІ 1 fal n In ii ІҢ Т um 


As this month's news report attests (paga 6) sales of 
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the ha bin dico ИШЕ PRA BAY K 
inter ala, has taled to shit the expected numbers. The 
P&2 is seing wel (36,000 units sold in the week 
beginning November 12th alonel and а muted response 
to the GameCube' launch can't have harmed Sony but 
the latest news suggests that GameCube is gathering 
strength. Massive sales of стт and Smash Srothers 
DX are positive signs, and with Mano Sunshine and 
Zelda on the way it seems likely that Nintendo will coma 
a close second to Sony. Xbox may amwe too late for а 
nation known for its passion for miniaturisation 





bath Xbox and GameCube have been very strong with 
both companies declaring initial victory, at least in terms 
between consoles must be the hardest yet. Al thea 
major players are supporting йз systems with marge 
already has Its killer app in Halo. But once again, Sony's 
installed base is impressive standing at soma 9m units. 
Ultimately the success of each console in the states will 
come down to one simple deciding factor: the strength 
and depth of the software 


тау wea have voted with their wallets by the time the 
GameCube is released in 2002. Interest in the Xbox is 
gathering pace and news of Hàlo's excellence is sure to 
fiter through to even the most casual gamer When 
Microsoft's machine launches т Europe on March 14 ft 
wil be supported by a huge marketing push and the 
breadth and depth of software to sway early adopters. 
But the price could present a barrier for parents locking 
to upgrade their child's PSone. For tham the P'S2 and 
the Sony brand is the natural option at a respectable 
£199 price tag. Again, Sony's headstart (nearly 5m units 
installed) is unlikely to be eroded in a hurry. 


Future perfect 


There have been some monumental moments in videogaming history: the day Al Аісот pushed the first Pong machine 
into Andy Capp's Tavern; the Mega Drive/Super Nintendo war which defined the early "9065, Nintendo's decision to drop 
its partnership with Sony in 1991. But the four days spanning November 15 and November 18 2001 thrust videogaming 
into a new era. With Sony's PS2 already in 20 million homes across the world the launch of two new consoles effectively 
kicked off 'next generation' gaming. But while the three mega-corps fight it out for world dominance, humble gamers 
can expect some truly astounding software over the next few years. 

There is no surprise that Edge expects Sony to dominate in every territory during 2003. But the real battle will be 
fought in the mid part of the decade. By 2005 the gaming landscape will be radically different, with online play and a 
broadband infrastructure supporting (hopefully) more richly textured multiplayer experiences. While Sony and Nintendo 
have broadband adaptors on the cards, Microsoft's commitment to online play out of the box sends a confident 
message to consumers, and the opposition. 

Ken Kuturagi has already talked about PlayStation3 and Microsoft's Xbox has the raw power to sustain gamers for 
several years. However, Nintendo's vision is less distinct, relying, as always, on Miyamoto's creativity and continued 
brand loyalty, factors which may not be enough in the face of Sony and Microsoft's onslaught. But Nintendo can never 
be written off; its business model follows different rules to its competitors. Although strong thirdparty support may still 
be an issue, the Game Boy Advance and a Pokémon-style hit can never be ruled out. 

Of course, there can be no forecast about the demise of a videogame console at this stage. This is not the e 
place to look for alarmist predictions. But if Edge were to put its reputation on the line... oh, just buy all three. d 
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Cinematic grandeur 


While compiling the "Edge Special', Edge had the 

pleasure of scything through eight years of videogaming, 
re-reading features Illustrating fads, watching brief trends 
blossom and die. One, detailed over the course of the earlier 
issues, was the interactive movie; the informal label given to 
the act of splicing together related segments of FMV, providing 
the player with а branching route through them, and calling 
ta Videogame. Some fashion. 

But it never really went away, truth be told, Everyone 
wants to be a movie star, and developers һауе striven since 
vector cabinets to. put them in опе particular universe. Rogue 
Leader, easily the closest 'Star Wars. fans have ever come to 
being inside the 20-year-old trilogy, benefits from that premise 
in terms of sales, but suffers for it as а game. The overbearing 
legacy of the fiim means missions have heavy expectation 
hanging over them: twisting cables around AT-ATs might look 
ike fun in "The Empire Strikes Back’, but it wantin 
exciting in transistorn | 

Several months ago, Max Payne illustrated the A ot. 
problem. Film producers have the benefit of hindsight. and 
handsomely paid Editors, whereas games have to accept | 
players’ interaction and generate content on the fly. That | 
means you're not living the film, but living the making: of the | 





ıı fim, an entirely different - and much less. rewarding - Ahing: 


Metal Gear Solid 2 circumvents the problem by using | eal | 
sections of non-interactive cinematography to generate | its, 





story. And that brings Us very, мегу close | tothe ШТ! Ii 


Trap dynamic of the early. “906: brief mo nents hil Т!!! 
Interaction punctuated Бу video ! tedium. | 





But gaming can learn from film; (ШШ аге өтеу mi 
think up; Realistic dialogue and appropriate delivery Is crucial | 
if a game involves verbal interaction. Plots, if they're. ҮШ 
necessary, should Бе аз considered as the сода that renders. 


them. Audio should enhance the experience, not drown it 
out, or constantly remind the player that they're merely |1) 
consuming entertainment. There are many more, but the real 
point is this: while gaming can leam from film, it should stop 
wanting to be film, Only then will it realise its potential to | 

be something more. 
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The passageways connecting the various 
sections of the plant are usually fraught with 
danger (above). Swimming is now possible 
(right) and firstperson shooting, particularly with 
a machine gun, is excellent (but stationary) fun 
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Preparation is key. Proper observation of 
your surroundings makes life a lot easier. 
Here, a guard using binoculars at the top 
of a tower is keeping an eye on an 
outdoor section - an easy job for the 
sniper rifle although a well-judged 
tranquiliser dart also works. As in MGST, 
several approaches are possible when 
dealing with situations - your options are 
normally only limited by your espionage 
skills and, frankly, your intelligence 
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Format: PlayStation? Publisher: Konami Developer 
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в or the first 13-odd minutes of MESA, you 
F don't get to use the DualShock2. You 
can zoom іп оп the cut-scenes by pressing 
H1 and move the camera around with the 
right analogue stick but you have no real 
involvement — you re just a passenger. 

Unsurprisingly; then, Sons of Liberty 

iegins as it intends to go on, displaying the 
kind of reliance on cut-scenes that is only 
rivalled — though certainly not beaten — by its 
32bit predecessor. If you didn't enjoy them in 
Meta! Gear Solid you re not likely to tolerate 
them here, either, particularly when their 
intrusion appears more determined second 
time around. Yet that doesn't mean you can't 
appreciate their quality = |MGS2 offers some 
of the most convincing cinamatic sequences 
seen in a videogame, a refiection.of Hideo 
Kojima's undeniable flair for capturing action 
on camera. 


‘In-house Price: ¥6,800 (E38) 


КИРД 


When the moment eventually comes, the 
action is comfortingly familiar. There are а 
couple of new elements (hanging off ledges. 
looking around comers and evasive 
somersaults, for instance) as well as revised 
aspects (swimming, shooting in firstperson 
mode), but on the мпое your character goes 
everything MGS7 veterans would expect. 
And a litte bit more, As with Halo, the 
attraction is in finding these out yourself and 
in Edge's expenence ignoring most of the 
game's hints (the many patronising Codec 
messages from your commanding officer) 
алгі relying on your intelligence instead 
rnakes this a significantly better game 

MGS2 is all about detail = from the 
persuasive nature of the game's physical 
modelling (early examples include shooting 
leaves off plants, magazines off racks or 
bottles from behind the bar) to the various in- 
jokes (the Vulcan Raven toy or boxes full of 
ZOE copies lying around the place) or the 
way the team has yet again fully exploited the 
capabilities of the controller (pressure- 
sensitiva functionality is the main difference 
here — holding/choking soldiers, speed of 
leaning round a corner, 'easing off' the 


Release: Qut now (Japan), February 2 (UK) 
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g staggenng. For the most part 
it's as consistent an environment (graphically 
and psychologically) as that of, say, Halo or 
and one that 


уу an immensely atmospheric 


GoldenEye tor indeed, MGS T), 


is supported E 
audio score (both FX and, particularly, music). 

This detail carries through to other areas. 
The developer has clearly really considered 
the dynamic of the gameplay, adding subtle 
sub-levels of stealth complexity or designing 
the environment to cover all conceivable 
camera angie eventualities so as to make 
navigation through them as painiess as 
possible. There are issues — disorientation 
can occur at times from camera shifts and 
control can occasionally fee! a little clumsy = 
although anyone playing MGS correctly 
shouldn't find these too obstructive 

And this is crucial. There is little to no 
point trying to rush through this game = you ll 
not only die frequently but also miss out on 
rewards (neutralised guards tend not to 
'hand out' items if you're continually 
restarting sections) – you might as well play 
Tetris without bothering to rotate the blocks. 
Edge has long maintained that playing 
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MGS1 requires a different approach to the 


other, longer established genres and, 


ch about | | Once upon a time 


Sons Of Liberty begins on a tanker which 
те: j i mis bal | Snake infiltrates іп search of the military's 
хасегпепхз, learning guards palos оетоге | | а а 
р a 1 П із, та | iy шап = ра Па Ше ' latest develo ient - Matal (зей! Hay 


sneaking in, snapping a few necks and | Т! Things get complicated and proceed onto 
dragging the corpses out of sight. | a sizeable marine decontamination plant 
| (which offers a hub-like arrangement) 

where a group of terrorists is holding the 
US president hostage. Then the plot twists 
begin. You can see most of these coming 
Mat counts. Adm 085 =] hours before they eventually turn up but 
as Though if would De mucn da = - Occasionally one catches you off guard. By 
him, yet that doesn't stop it being a E - г videogame standards, it's gripping stuff 


Love tham or loathe them, it’s about 
Cut-scenes, too. Its the overall expenence, 


rather than the game's various components, 


remarkably rewarding 5 
videogame for the most part. And a 
decidedly distinctive affair to boot 


a aaa a денді The attention to detail in MGS2 is exceptional - standing on the deck of the tanker during the storm at the 
Edge rating; Fight Out of ten beginning of the game you can see the rain change direction randomly as it's blown violently by the wind 
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отпа: GameCube Publisher: LucasArts Developer: Factor 5 Prce: 550 (£35) Release: Out now | МЕ) 


ogue Leader has been the beneficiary of 
R an exceptional degree of hype. The 
arrival of a videogame that boasts an 
unprecedented sense of movie-like 
rnmersion into the 'Star Wars' universe, on 
Nintendo hardware, is coincident with the 
coming of age of America's “Star Wars’ and 
Nintendo generations. It's based on the 
oriainal trilogy, not the much-maligned 
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with the demise of the 32bit era 





While there are many moments of 
ingenuity, such as the variation о! certain 
missions at different times, it's a shame 
that they don't gel as well as they should 





prequel, and it's атуес just in time to 
accompany the launch of Nintendo's most 
anticipated piece of hardware. Unsurprisingly, 
the result has been an enthusiastic brouhaha 
charactensed by ovennfiated expectations 
which makes judging the real merits of the 
game slightly difficult 

initial impressions are good. Visually and 
aurally, the game is the most accurate 
interactive recreation of the movies yet. 
Supporting Dolby's Pro Logic |! surround 
sound, and featuring voice acting by the 
onginal Wedge. Denis Lawson, as well as 


5 have taken considerable effort to ensure 
that the sound is accurate down to the 
minutiae of every last TIE Fighter wail, 

The beautifully rendered environments 
are translated from celluloid with few, If any, 
mperections, and the ten core missions 
position players firmly in some of the movies 
most portentous moments: the Battie of 
Endor, the Death Star trench run above 
Yavin, and of course, the Hebel flight from 
Hoth. They also put players in the cockpits of 
a wide array of starfighters from the Bespin 
Cloud Car and Millennium Falcon to the more 
familiar X-Wing and ‘Y-Wing. 

However, this jaw-dropping evocation of 
Force-inspired heroics masks some fall 
serious flaws. Apart from the authenticity of 
the experience, the game offers very littie to 
distinguish itself from predecessors such as 
the original Rogue Squadron, and the recent 
Star Fighter. What's worse, the delicately 
balanced learning curve to be found in the 
likes of TIE Fighter has been completely 
thrown out. The convoluted structure of most 
missions and an arbitrary difficulty level 
contribute to a piecemeal pacing, which 
actually interrupts the glorious sense of 
immersion achieved by first rate graphics and 





Rogue Leader is visually breathtaking throughout, owing to some beautiful shadowing effects, but at what 
cost? During certain moments, too much detail results in a juddering framerate, which Is just unforgivable 


superlative sound effects. And frankly, Edge 
had naively hoped that slowdown and crash 
buas would be banished with the demise of 
the 3204 era 

Most missions are composed of 
successive objectives that are narrowly 
defined, limiting the player's self-expression; 
protecting NPC craft without any damage 
indicators and dodging kamikaze TIEs proves 
frustrating and limiting in practice. An added 


layer of convolution is provided by the 
inclusion of rudimentary wingmen, and the 
single flaw in the design of the GameCube 
controller; the Z-triggar simply proves almost 
unusable to roll your craft if your hands are of 
any size approaching average. 

Finally, there is the targeting computer 
While a nice idea, it too proves unworkable 
during gameplay. Key mission objectives are 
highlighted when you pull up the computer, 
guiding you towards your goal, but should 
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thirdiperson view, the targeting computer 
requires а jolting leap into the in-cocKpit 
firstperson view, It also encourages rote 
learning since its use is proscribed if you 
want to win the nign scores that unlock 
hidden extras 

It certainly isn't the fault of Factor 5 that 
expectations should be so high for Hogue 


4 тч Ра > — жалға gar mE s | 
der and given the constraints of a shor 





development cycle in order to meet the US 
hardware launch date, the developer can 
hardly be blamed for resurrecting the game 
mechanics of its previous titles. Nevertheless 
it is disappointing to find that the game is 
merely distinguished — and then only because 


the licence provic 


les some compensation for 


a handful of technical flaws and a 


number of soppy game mechanics 


cage rating 


Т T! ШУ? | 


The range of environments is satisfyingly 
diverse, from the icy wastes of Hoth to the cloud 
cityscape of Bespin, and a few areas in between 


Hebel secrets 


5% previous ‘Star Wars’ titles, 
Rogue Leader conceals an abundance of 
hidden extras. Additional craft can be 
liberated during missions, power-ups are 
scattered throughout environments, and high 
acores are rewarded with extra vehicles, 

commentaries, and unlockable 
It's just a bit of a shame that these 
extra missions demonstrate а greater degree 

Though it lends an undeniable air of authenticity, of variety and creativity than a lot of those 

strict adherence to the flow of the movie trilogy 

results in a sporadic pacing and, consequently, а 

patchy learning curve. Nevertheless, those levels 

that are straight from the canon аге most engaging 


t are initially available. Perhaps the game 
uld have benefited from a greater 
willingness to expenment with mission 


gh по doubt this would have 
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ead Or Alive is beautiful. Not because of 

the girls; not because of the trails in the 
snow; not because of the way the neon sign 
fizzes as your oppone ody falls past й 
Dead Or Alive is beautiful because it's 
balanced in such a way to make graceful, 
Dalletic combat immediate, and to make 
fighting perfection seem simultaneously so 
attainable yet so, so far away. 

intially, it seems to come from luck 

Combos and special moves arise from 

Dutton sequences rather than joypad sweeps 
— rapid, rhythmic sequences of kicks and 
punches - and that means beginners will find 
soma joy right from the very start. In 


The final boss is covered in blurry slow- 
motion effects. He's also something of an 
irritating anti-climax, defeating you with 
range weaponry and simple attacks 





Price $50 (£35) 
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twoolayer, it lessens the gap between the 
veteran and the novice. Button bashing won't 
always achieve spectacular results, but 
provides enough of an impetus for a good 
player to always be wary of a weaker ona, It 
only takes one fortunate combo to change а 
match. Patience, control, and observation 
are as crucial as timing and memory 

Control is smart and instinctive. Left and 
right on the D-pad controls the fighter's 
movement towards or away from their 
opponent. Up and down jump and crouch, 
or, if they're double tapped, allow the player 
to circle their foe, There are only three 
buttons: one for kick, one for punch, and 
another labelled ‘free’, which serves as block, 
hold, and counter, and can also be used in 
combination with the other two for 
comnpiex moves. The extra buttons the Xbox 
j to these 
combinations, but the point is that 
need to use them. Relying on the extraneous 


more 


controller provides are mann 


there's no 


Release: Out now (US), March 14 (UK) 
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Fights сап move slickhy from one arena to 
another, thanks to the miracle of gravity. Soon 
after the scene above, Kasumi and Helana will 
find themselves fighting on a tiled rooftop 


Throw Dutton, 
punch and free together, works wel Өөп КУ 


which emulates pressing 
but distracts trom the purity of the system 
id tnus from the g 
story mode can be completed in six or 
seven minutes per character on the default 
difficulty setting, and even beginners may 
want to set the computer Al to a more 
challenging degree. Still 


arn p= as d whose. 


while the 16 
его-дате Movies are attractive, completing 
the game isn't really worth sweating over The 
thrill here comes from practising the art of 
whichever 
involves mastering wildly different mythms to 
the rolling drunken fighting. Rewards for 
repeated triumph prove to be minimal, with 
only a handful of hidden costumes making 


fighting, 


style you choose: karate 


their presence known to Edge, though more 
are promised for the Japanese version which 
may well be made available as a hard-disk 
update to the US release 


А bigger and much lass patchable 
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Тһе sub-aqua aquarium level fails to have the calming effect that being surrounded by fish is meant to induce, 
but looks stunning. Other levels are less dramatic, but there are constants: a kick in the face is never pleasant 


concern is with the D-pad. It's not as much 


of a problem as previously imagir 


instigated 'X' is still weaker than a standard 
cross formation, and veteran fighters will cry 
tor an arcade stick. But then veteran fighters 
always do. It's a show-off thing 

And that serves as a neat enough 


description for the game йзей, Show-off 

because its possible to pull ОП jaw-oropping 
hold, throws, and combination attacks within 
only a few minutes of studying the move lists 


Show-off because expenenced fighters can 
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gemonstrate tintning tast combat ballet, 


таке the screen shake with power. Show-off 


oum 


iecause, of all the games currently availabi 


for the Xbox, this is the one that'll comin 


y punching its weight 
ut underneath the aesthetics, while 


there's little doubt that those with Dead Or 


Alive 2 on Dreamcast or PlayStationa will 


enjoy the follow-up, it doesn't provide апу 


particular incentive to purchasa. it's hine 


ағасын mu cue M. gum amo Treni mm 
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ordinary fashion. It thrills, but will leave 
those who ve previously visited the senes 
contented rather than elated, Newcomers, 
on the other hand, will find the 
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Edge rating Seven out of ten 


Perhaps the most impressive aspect of Dead Or Alive 3 is the way tha characters' bodies lock neatly 
together during throws and holds. It's not easy to appreciate it when you're caught like this, though 


Tag hour 





a series of other challenges for the player to work 
through. Survival mode and Time Attack аге seli- 


explanatory and entertaining enough, but the real 


fun cames with the returning Tag Battle mode, which 


brings a new level of tactical depth to the combat. 
While à character is out of the ring their health 


recharges, which means last-second tags can prove 


invaluable, especially since two-person teams can 


execute combination holds and throws which аге as 


damaging as they are spectacular. 
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As well as the story mode, Dead Or Alive 3 provides 
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Format PC Publisher Activision Développer ій Price £40 — Palease: Out now 
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younger brother Doom, the game which 


offered a glance of the future in PC terms. 


id — a developer with a string of 
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and which boasted 






assembly 
worked out a way to maka tne third 


dimension interact with the speed of the 
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acting as the initial probing assault to the 
complete domination of Doom, it is 


important. As important as Mario. As 
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other tormat - meaning the competition Is 


: stronger. As good as RTCW is, the thoughts 
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stealth elements to No-one Lives Forever. Rather than concentrating on presenting an action game purely based around the historical truths of the 


Third Reich, Return To Castle Wolfenstein enters the world of Nazi Occult Conspiracy theories. Hence this 
iust about as many entertaining moments as 


гез Predator 2. Which is the real 
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RTCW excels. In mast missions, both 
close-up silenced Sten-gun work and 
sniper rifle fire are possible shooter, were it not for games as varied as set allows a variety of approaches, with each construction of the levels is purely linear — not 


eastem-school beat 'em ups and tha PC gothic flamethrower troops. А wide weapon the Quake Team Arena Engine, the 
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Тһе super-science of the mythical Reich is 
explored to provide suitable opponents. With 
trips to experimental jet-fighter stations, ATCW 
plays fast and loose with history 


Team play 


Despite the game's hype as being from id, 
the Texas team only ever really acted as 
producer; Grey Matter (previously Xatrix, 
creators of Kingpin) took duties on the 
singleplayer game while the multiplayer 
duties were looked after by Nerve. A Team 
Fortress-styled class-based structure, the 
players fight in Allies versus Axis teams. 
The fact the multiplayer is centred so much 
on teamplay is perhaps appropriate given 
the amount of teamplay id has relied upon 
to create the game, a trend it will continue 
with Quake 4, to be developed by Raven, 


Ав hinted in the opening movie, RTCW sees a return to the relatively 
out-of-fashion Big Boss structure, with three sizeable opponents 
strewn throughout the game. Sadly, don't expect to see the 
Cybernetic Hitler of the first game to show its moustachioed face 
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Format; PlayStation2 Publisher: SGEE Developer: 


Е ver since it became one of the first 
Г. шағ = 4 oT. 
» Luropaean-developed thes announced 


by Sony for PlayStation2, Dropship has been 
an intriguing prospect. Post-PlayStation, 
aenal combat games have had difficulty 


making much of an impression on the 


nassmarket, with standout successes 
boasting either 24-carat licences, such as 


Rogue Leader, or a rare emphasis on tun and 
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simple, effective control, such as Starfox 64 


Some of Dropship's most gratifying 
moments recall the simple pleasures of 
such ground-bound blasters as Body 
Harvest or Virtua Cop 2 
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Neither deviated from the essential 
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shades and shapes. 

Dropship looked a good bet to join their 
ranks. The 2050 date-stamp would free it up 
from standard-issue air combat scenarios 
while the usual drab and dusty militan, 


palette. and the expansive playing fields 
promised an enhanced sense of freedom 
Finally, there was tha game's star class of 
craft, the Dropship — part-fiahter plane, part- 
hovercraft. If ай these aspects had been 
successfully implemented with a coherent 
and engaging ba NOR Team Camden's 
у Chance of 
reviving the fortunes of the airbome shooter. 
It's a pity, then, given the success with 
which Dropship's gameplay does the air 


attort TT a il һам m nad ыз 
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combat perennials - the homing missiles and 
the mounted guns, the winamen providing 


[RIT 


support and the grour nd formes in need of 


protecnton, the barracks waing to һе Down 
to bits - that the world in which they take 
place is so creatively stale, Instead of making 


a virtue of the imaginative potential of its 


near-future setting, the game settles for a 


crass revisitaton of Heagan-era 
preoccupations, complete with evil Arab 
warlords, South American drug barons and 
Chinese commanders whom the player takes 
on in the name of the United Peace Force 
(the game's fictional successor to NATO and 
the UN) — ай of which sits uneasily with the 
cockpit chat lifted straight trom “Star Wars 
and the unconvincing, European 
co-production air to the voice acting. 
Ethical issues aside, blowing stuff up in 
Dropship can be great fun. The game's 
campaigns are subdivided into missions, 


which in turn are typically constructed from a 
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іп hovar mode, tha DualShock2's shoulder buttons are used із ascend and descend; while flying, they 
perform a strafing role. Switching between the modes is a simple matter of a double button press 


selection of staggered tasks ranging from Suitably tense, and pass 
you man the cannons of 
have the immediacy of vintage light-gun 
action. Although the game attempts to 
include opportunities for RTS-style decision 


ages of play in which 
basic dogfighting duties to the destruction of 
enemy defences and installations, via troop 
and equipment transportation and protection, 
Getting somewhat comfortable with 
Switching between the dropships" supersonic 
fight mode and their precise but ponderous 
hover controls (used primarily for picking up 
and dropping off) is a necessity for 
completing missions efficiently, but it's still a 


E қ 
curious system and a 


a moving vehicle 


making, the way combat sections are tightly 
yoked to predetermined events undernines 
the sense that planning might be a better bet 
than simply blasting everything in sight. 

In truth, the strategy influence is most 
evident in Dropship's military aesthetic, where 
expanses of snow, sand or parched soil are 
by generic, but nicely 
modelled, enemy outposts. The price of the 
epic draw distance and scope for off-piste 
flightpaths is the dull, repetitive nature of all 
the game's 


difficult one to love. 

The firepower at your disposal is easier to 
be enthusiastic about — hold down the circle 
button after launching a rocket, tor example, 
and the camera follows the missiles 
trajectory right up to its Impact. Elsewhere. 
such thrills are as likely to core at the whee! 
or mounted gun of one of the supporting 


only D DIO AT ир 


miles of terrain — ІШЕ wonder, 
then, that the rolling green hills and fiery skies 
of the Colombian jungle, scene of the second 
but campaign, linger longest in the memory 


cast of playable land vehicles; driving 
sections in tanks and ATVs are simple 
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A highlight is the success of the air-to-air combat 


scenarios. It's just a shame the landscapes are so dull 


The elegant arcs of rocket traces, subtle 
heat hazes and shards of sunlight with which 
the action is embellished go a long way 
towards compensating for the predictability 
of the landscape, but, as is so often the 
case, they can only truly be savoured in 
replay mode. And when all's said and done, 
that's what Dropship feels like: a polished but 
uninspired action replay of bygone blasting 
expenences. It's no template for the future of 
fignt combat action, then, but should at least 
see shoot ‘em up thrillseekers through 
the weekend in style 





Edge rating: Seven out of ten 
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Most of Dropship's action and environments unfold smoothly (especially when the PAL BOHz option is 
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activated). but sudden attacks of slowdown sometimes mar its showpiece explosions 
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The absence о! a system of lives or 
mid-mission continues seems a missed 
opportunity, especially when your failure is a 
consequence of nothing but getting the 
controls confused in the heat of battle 





Bad taste 





Drapship's planned winter 2001 release 
date slipped because Sony elected to alter 
a bombing mission set in Afghanistan in 
light of the aftermath of September 11th, 
but from the moment you re briefed on a 
terrorist's desert hideout in the opening 
Libyan campaign through to а subsequent 
showdown in Kazakhstan, the game may 
Still leave a bad taste in the mouth. The fact 
that the scenarios set in the future also 
echo present-day conflicts may have been 
intended as an indicator of maturity and 
realism, but now simply looks juvenile and 
grossly reductive, Giant bugs would have 
been a safer bet 
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Complete enough challenges іп two consecutive 
stages and the skate competition opens up. A 
bronze medal is needed to move to the next area 





Custom clothing 


The skater editor is an entertaining 
diversion, While skills can be increased by 
collecting tokens on the streets, it is here 
that your flair for creativity really comes out 
From head to toe nearty every detail of your 
chosen character can be altered, including 
facial hair and shade style. The addition of 
spandex hot pants and butch moustache 
gave Edge the opportunity to create a 
passable facsimile of its art editor. 
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The controls, tricks and camera have been improved to offer the best extreme sports game to date. А 


balance metre has been added so the player can gauge stability on those particularly tricky nosegrinds 


ge here's nothing in gaming which quite 
| manages to capture the thrill of tacking 
up a ridiculous 500,000-plus point combo in 
one of Neversoft's Tony Hawk's games. The 
sheer fluidity of moving from a nosegrind to a 
tailsiide then pulling off a 720 melon over an 
outrageous gap between buildings before 
landing back into a manual to continue the 
move hasn't been bettered by any other 
extreme sports title, The original Tony Hawk's 
provided the template which has been refined 


with БУНГУ iteration 


k's universe where any hint of angularity 
indicates a grind opportunity. Clothes lines, 
fountains, fiower-beds, even helicopter 
blades, are all fair game for an intrepid 
boarder. The tricklist has been expanded апа 
the environments are more expansive than 
previous versions. The Foundry level sets the 
tone for the rest of the game. Larger and 
more intricate than previous openings, it still 


provides a gentle introduction for beginners 


Structurally the game is almost identical 
to what has gone before. Nine challenges are 
set for each level consisting of simple point 
score challenges to performing tricks in 
specific locations. Tokens must be collected 
(which are placed in increasingly hard to 
reach locations) and most levels have a 
novelty ‘event’ which encourages exploration. 
axe to the streets of Los Angeles, for 
instance, and an earthquake can be triggered 
by grinding certain rails, The Cruise Ship in 
particular offers a wonderfully imaginative 
environment tó showcase your skills. 

It is disappointing, however, that visually 
things have improved only marginally from 
PSone editions. While draw distance is 
greater and scenery teanng is less evident, 
textures are bland and detail absent and, 
although this does not detract from the 
overall experience, in comparison with other 


second-generation PS2 titles ТНР5З looks 
Jninspi 


uninspiring. The skaters, traffic, pedestrians 
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ans of the series will lap up this familiar 
entertainment. The controls are wonderful 
and the extras, including the much improved 
skate park editor and a fourplayer natwork 
option, add to an enticing package. But it's 
difficult to get excited about a game which Is 
fundamentally the same as those which have 
gone before. Unfortunately, the move to 


next-generation hardware has failed to 


engender any true inspiration 
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icters are more flamboyant, the 
encounters arguably more dynamic and the 
action certainly more fluid — possibly swifter, 
too = but there isn’t much in Shin 
Sangokumusou 2 to differentiate it from its 


prequel - even some of the music is identical 


Mhich, seeing às Dynasty Warriors 2 proved 
surprisingly compelling, is only really.a 
deemma for those who already possess a 
сору of Koei's PS? slash ‘am up 

Jf cou here are additions. More 
stages and characters (around 20 and 40 
respectively) are to be expected, as is the 
ncreased graphical detail. Perhaps less so - 


though just as welcome - is the ability to 
trampie enemy troops with elephants. 
However, a more significant inclusion is the 
handful of modes that | 
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very much the same. There is à noticeable 
and worthy) intrusion of action RPG 
elements relating mainly to items that can be 
found along your battling and later equipped, 
and you can now exercise a certain amount 
of control over your bodyguards by issuing 


imited commands mid-confict but сепа 
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even after you ve spent the best part fd an 
hour continuously engaging in an admittedly 
near-identical sequence of button presses, 
striking dov iur 1500th opponent is as 


fulfilling as the first - the experience remains 


i 


mA ru — Р LA Pim anm 
TANMOY compulsm/e. Whether is a 
———— 7 үү Е Да наль наь РӘ шайы, чч zn 
expenence Lunssty талог z Havers wii 
nee aes messem Lui те RI 
Consider wot 1 ner = 211 m nOn 

d 


debatable, however. Then алап, the prima 
appeal of а one-man атт 


never be underestimated 
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Price Ұб,800 (E38) HAsisase: Out now (Japan), 01 2002 (UK) 
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Combos are now more prominent, happily strengthening the overall arcade feel. The sense of urgency 
when rushing to help an ally in trouble somewhere else on the map thankfully remains strongly conveyed 
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Perhaps marginally more so than the previous 
Dynasty game, Shin Sangokumusou 2 offers a 
great deal of atmosphere. Less desirable is the 
draw distance which is still absurdly short, 
particularly when fighter numbers get very high 
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Double-edged sword 


The twoplayer option, noticeably absent 
from Dynasty Warriors 2, has managed an 
appearance in this sequel. Playing either 
cooperatively or at opposite ends of the 
goxd/evil scale, two can engage in rather 
entertaining bouts. Occasionally, slowdown 
does make itself known although more 
significant is how restrictive the view сап 
prove, given that the camera 15 just that 
litte bit too close to the action. An iLink 
option might have been а good move 
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Format GameCube Publisher: Nintendo Developer; HAL Laboratories 
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n March "99, Edge reviewed All-Star Dai 
Hantou Smash Brothers, the N64 

precursor to the GameCube's 22 
Brothers DX. “Smash Brothers is a novel 
concept executed with considerable flair in 
places," ran the closing paragraph "Yet it falls 
far short of Nintendo's grand standards". 

Thus Edge approaches the sequel with 
some trepidation, not least because the Net 
is on fire with tales of the game's second 
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coming: it's being hailed like the resurrection 
This is proof of a return to form for Nintendo 
This is tha game to sell the GameCube. 
Wrong. This is an enioyable rehash of an 
entertaining game. It's fun, but it's not 
evolution; it's reproduction 

Smash Brothers’ closest relative is still 
Capcom's Power Stone series, despite HAL 
shying from taking the senes into 3D, a 
disappointment perhaps born from trust in 
consumer stoicism. Despite the interactive 
DacKorounds and impressive жілік, the 
ievels/ladders environments remain pure 
Game & Watch. The pattern is just as 
relentiess: Kick, punch, and one-button 
specials, level after level after level. 

There is no pacing in Smash Brothers. It's 
all frantic, all the time, and while there are 
numerous difficulty levels offering increasingly 
sharp Al, honing your skills against the 
computer becomes tirasome. Part of this 
comes from the blocking method, which, 
given the frantic nature of the game and how 
little time you're given to react, is near 
redundant. Random victories also detract 
because there's less pleasure in victory when 
you know it's not skill that's acquired it. АШЕР 

ре if there are question marks over the 


Subtlety of strategy, there are none over the 


on of content. Backdrops reference 
character history, provide in-jokes for 
Nintendo fans and colourful dioramas for 
everyone else. Sub-games compliment the 
combat with puzzling diversion, and the 
adventure mode turns the game, briefly, into 
a spectacular 2D platformer. 

tits not enough to change the core 
Smash DS is a beautiful, fun game with 
»ear-infinite option-screen-based depth and ^ uw 
wonderful RR TR comedy, but it's | 
riddied with the problems of its predecessor. 
It's breathless, and scrappy, and ultimately 
monotonous. And, as you'd expect given 
NCL's safety-first static evolution, it's still only 
adequate. It still falls far short of E 
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Nintendo's grand standards. 5 
Edge rating Six out of ten 










Price: W8,B00 (E38) Release: Out now (Japan) ТВС (UK) 


~ | , 


ТБН 





à 


í Ww ou Fin 
MAT. IS. dá 





ПІШІП 


CORN | 











Previously in ESS 





Seal of approval 


Characters and arenas unlock as the 
player progresses through the gama, but 
the focus of the reward system is the 
trophy room. Win bonus rounds during the 
main game and you're rewarded with gold 
coins. Coins can be spent in a Shenmue- 
style toy machine that contains hundreds 
of different character and object models - 
the trophies - each of which can be 
examined at length on а collection screen. 
Spending more coins per try increases the 
chance of returning an unfound figurine, 
but adventurous combatants will also find 
them during the game itself. 


Pokéballs appear randomly, and when thrown 
produce Pokémon which attack your foes. There 
are an impressive range of different creatures 
available, just as there are a staggering amount 
of collectables: those who insist on catching "әт 
all will have to spend quite a while in pursuit 
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Еотпа РС — Publisher ШЫБоН Developer Liquid Entertainment Price: £35 FAelease: Qut now 





Battle Realms' fog of war (the turquoise clouds) 
is quite severe, and means tracking down that 
final undefeated clan member proves irksome 


Personal development 


The first building a player can construct 

is the peasant hut, which produces the 
basic unit, the peasant, up to a players 
maximum amount. Peasants can be turned 
into more powerful warriors by sending 
them to dierent training camps; tne 


rchery range produces Archers while the 


E 1 


bathhouse produces Geishas. Camps can 
also be used in combination: setting up a 
route that Бекі new peasants directly 
from the peasant hut to the alchemist hut 
and then into the dojo produces Kabuki 
Warriors ready for immediate conflict 
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Battie Realms is graphically accomplished, with realistically rippling water, and various environmental 
effects. You can zoom in on the action sightly, though this feature is accessible only via a mouse wheel 


e story so far: Ed Del Castillo 


ch, m D r шағ ha ғыз feum mamme 
rush. Command & Conquer. being the game 


that popularised realtime strategy. ао 
produced a thousand near-identical clones 
of itself. Some were licensed sequels; some 
were just rip-offs; all took the tank rush and 
made it their own, Ed Del Castillo didn't like 
the tank rush much, so he went off and 
produced Liquid Entertainment, and they 
produced a new game 

The game is Battle Realms. The tank 


rush is the cancer = the disease tna! 
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who can make more of the toughest units 
the quickest. Battle Realms eliminates it, by 
пагы production exponent aly slower with 
every additio а build, and effectively capping 
each arm's maximum number of units. 
Brute force will rarely succeed on the easiest 
ДІ settings, and never on the hardest 
Intelligence is key, and using terrain to your 


advantage or employing smart strategy 
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deal with zombies, magical archers and 


sumo rocket-launchers. This is not a realistic 
feudal Japan, but a creative one born from 
mythology and inspired by cartoon history. 
The characters are colourful, smartly 
designed, but crude: Liquid clearty wants 
Battle Healms to appeal to as many Gamers 
as possible, with minimum system specs to 
sut алп thus the models ook more like lead 


figurines than fighters. That's fine; the 
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technical requirement, and the world fits the 
game comfortably 

It's not faultless. Unit control can be 
1 inwieldy, and the resource mana gement is 
tiring and only a little more spei than C&C 
and its myriad genetic photocopies. When 
Battle Realms is at its worst It feels like the 
whole core of the game is plodding and well- 
wom. But it's the accessible strategy that's 


new and compelling: the way the game, for 
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his own legacy, a bold move that 


deserves recognition and praise 





Edge rating: Seven out of ten 
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Format: Xbox Publisher Radical Entertainment 


ccording to its promotional website, 
mn of Dark Summit's main selling 
points ts that it's the first game of its kind: 
“The only action adventu 
videogame with m -based objectives" it 
prociaims. If this is a fair example of what the 


re snowboararK 
= 
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future of the subgenre might hold, then 
Edge can only hope is that there is no 
future. No-one deserves this, let alone the 
multiple half-arsed imitations that fast-buck 
merchants will inevitably spew forth 

Taking the role of Naya McQueen, a 
boarder disenfranchised by new hillede 
rules, the player sii 
moe 


des down а plastic 
untain looking for bombs 
around tne hill are challenge gates 
Completing the 
and points can be e: for passes 


challenges gives рогіз, 


to higher sections of the mounta nere 
are 45 of them in all, and none are any 
subtler than the training missions you might 
find in an uninspired FPS. They feel like 
гәйеісіс. They 


introductions to the control system. 
his button to jump. Perform а 
feel like they’ 


аге, па sense 


ге building to something. They 


While most 
their first 
receive i5 a calculated attempt to extend tha 
Не of the game by ramping the difficulty up 
tenfold, All that does is show up the appalling 
control system for the mess it is, a system 
which has more parallels with Horace Goes 
Skiing than It does with Amped or SSX 
Finish the game and you get five other riders 
to play with. But, other thàn some obligation 
caused ру meno іа! investment, why would 


of the challenges fall on 


= 


attempt, tna last meson vo 


COL л 


mountainacde 


devalued further by corporate 
misrepresentations of youth, 
dotted with awkward street slang and 
sponsored rebellion. 

State it clearly, then: Dark Summit is 
awful. Not just awful in the sense that it's 
ill-conceived, or poorly executed, but awful 
in the sense that it barely exists as a game. 
af the 
success of Amped and SSX to powder 
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will sell, but only on the back 
adaicts who like the idea of getting more 
from their slo oes. It shouldn't, because it 
doesn't provide that. It doesn't provide 
anytning short of disappointment and 
mental anguish, and those who b 


LIN it 
will be mortified. 


Edge rating: 


Davelopar THO 


Price. $50 (E38) 


Release: Out now (ШЕ), March 14 (ШК) 










The mountain is spotted with gigantic pits of 
radioactive goo. Clear them with a trick, and 
you'll get a score bonus. High scores unlock 
new outfits and accessories, all of which are 
crude, horrific and all utterly redundant 





Getting physical 


While the physics systems of SSX and 
Amped make the player feel they're on 
snow, Dark Summit's fudging constantly 
reminds them they're not. For a start, 
there's no spinning or flipping momentum, 
which makes the whole trick system look 
and feel ridiculous. Any momentum on the 
ground is false, too, to the extent that 
you'll sometimes find yourself picking up 
speed as you go uphill. Even the trails you 
leave are faked. Stand still for a moment, 
twist your board, and the paralle! lines left 
behind you twist as well. 
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Most objects on the mountain can be destroyed or moved, with little point other mindless destruction. It's 
also frustrating when you deliberately run into objects that won't budge, aching for a little eye candy 
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Format: PC Publisher Electronic Arts Origin £35 Date: Qut now 
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Dlights sports games and beat "ат ups, with each 


Developer: Delphine 





һе authentic racing game is rapidly approaching 
the position of absolute atrophy of design that 


inching broken-legged hop pushing its boundaries 


mperceptibly to a layman's eyes. Which means that 


any break from the standard must receive respect. 

Hence hall MotoHacer 3's plethora of challenges. 
Speed, Supercross, Motocross, Trial, Stunt and Traffic 
modes offer strongly differentiated expenences, which 
vary from core, already strongly explored areas — Speed 
and Supercross — to more interesting esoterica. Trial 
updates Kick-start in three dimensions, while Stunt 
separates itself from similar aerial-gymnastc games бу 
means of one of tha most unusual control systems of all 
tima. Tncks are performed by, unbelievably, pressing 
directions controls in conjunction with the number keys 
ts an inelegant and unintuitive solution. 

The banzai-run through Parisian traffic is the most 
limited of all sections, While Its linearity is forgivable = 
not everything has to be Midtown Madness to enchant 


—the vehicular flow is entirely unconvincing. 


МоюНасегв failings leaves too much for its і 22 
undeniabie qualities elsewhere to overcome = 


Біз ыы сы 
сосе rating 


Format: PlayStatlon2 Publisher: Electronic Arts 


Ol: 





Despite granting the illusion of freedom, players are firmly constrained throughout the course of Agent 
Under Fire. By performing tasks in a manner prescribed by the developer, players earn extra rewards 
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ч Driving missions and а reasonable 
E ; multiplayer mode add some variation, but 


not really enough ingenuity to raise the 
standard of the game above average лі; 
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While the city-races through Paris 
disappoint, judging the individual bumps 
of the Motocross tracks provides a 
sizeable challenge 


T TER 
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Тһе trial courses demand perfectly judged manipulation of the bike. Taking place in a fully lit stadia, this is 
strongly characteristic of a game that's not afraid to enliven a situation with glitz 
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ately, producers of Bond movies have been more 
L than happy to harness the external features of a 
successtul formula, evoking a comfortable air of 
familiarity without capturing the spirit that made the 
валу movies great. Which is a bit like Agent Under Fire. 
It certainly boasts the requisite plot = interminably 
convoluted and involving nefarious villains, funky 
gadaets, bombastic action set-pieces and lame one- 
liners. It also demonstrates a fair amount of imagination 
in its combination of standard firstperson action with 
one or two shoot "еті up sections and driving missions, 


as well as a reasonable multiplayer mode. 

Unfortunately though, it is ultimately a formulaic 
affair, with player self-expression limited at every point 
by a ћттіу-оп-гайѕ structure which is more akin to an 
arcade lightaun title than the relative freedom of the 
mare obvious comparison, GoldenEye. It's also fairy 
short, with very little replay value. No doubt the 
opportunity to play Bond will, once again, provide its 
own enjoyment to gamers of a certain persuasion. 
Most, particularly those who might be hoping for a title 
to match Rare's opus, will be disappointed by an 


unremittingly average experience — 


Edge rating: Five out of ten 
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Format PlayStation2 (version tested), GameCube, Xbox Publisher БА Develope EA Canada Pree £45 Release Out now 
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The new Alaska track is icy and spartan, 
emphasising speed over graphical detail 


Ubertricks involve the rider taking their feet off the board, and can only be achieved when the Tricky meter 
i$ full. Pull off six of tham, and the meter remains permanently charged, providing infinite speed boosts 
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Format: PC Publisher UbiSoft Developer Red Storm Price: £30 Aminise: Out now 
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new Aainbow Six. polished and tweaked in almost 


he franchise appears to have been laid to rest, bul 
to all intents and purposes Ghost Recon is а whole 


А = — i n 
every ooncemanme ama. 1 Па game involves the tamia 


array of missions with you 
operatives, the Al's been given a good 
graphics are to die for as long as your PC's up to th 
ab, and its still harder than titanium-coated nails 
Set in 


come true and the evil Sov 


2008, Tom Clancy's ultimate wet dream has 


ғы rm 


ie empire Пав nsen agan 50 


tet 


at Uncle Sam can give it another Боосу good 
kicking, Ghost Hecon's missions take you through 
assorted theatres of war, from Russian outposts to the 
Streets of Moscow, with a fine mix of objectives and 
playing styles. Commanding your troops is pleasingly 


straightfone 


ward - call up a command screen and tel 
them where to go and how to act with a minimum of 
mouse chicks - while survival at ground level isn't 

It's best described as a lightweight Operation 
Flashpoint with a weaker story but much better 
graphics. Alternatively, it's a їпепоіег Rainbow Six with 
knobs on, No bad thing, but Flashpoint is still 


Lu ГІ Thee 
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Edge ratina: 


Eight out of ten 
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Ghost Recon is another addition to tha 
Clancy cadre of sniping, sneaking, stealth 
combat titles. Death is typically meted out 
at long distance 
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only been a year since SSX arrived, and the Tricky 


| update presumably heralds an infinitely secquantial 
policy, Is a shame, but it's predictable. Less 
ably, SSA has aged quickly, perhaps in light of 


Visually striking titles lika MGS2 and Dew! Мау 


predict 
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Cry. or perhaps because of the competition from Xbox 
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15 a diferent game 


ye 


emphasis on racing and а Day-Glo sheen, but it's still 
disappomting when you compare the textured 
backgrounds with Amped's distant polygonal scenery 
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But the impact is still there. You feel every spr 


i captioned with screams, shou 


acddinon of manes - some noers are 


trends, some аға enemies, but all become more 
aggressive towards you each time you bang into them 
-is a pleasant @mmick, but а gimmick nonetheless. 
The alterations to the old courses are less throwaway, 
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and the Byzantine menu system 
and associated loading times annoy, but on-slope the 
game shines through, and it's still tne best way 


to get snowbound adrenaline on PS2. 
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Everything, down to each trooper's kit, is absurdly detailed, but directing your troops from the 
ground is a joy thanks to an intuitive command interface 





With tactile environments, а sophisticated spell system, great puzzles and 
of creatures, Dungeon Master was one of the most influential 
s generation. Was magic in the air? For the Californian team 
behind the game, its inception was a truly remarkable one 


a gallimauf 
games of 


The making of... 
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ungeon Master cast a powerful 

spell over those who entered Йя 

famous doors back in 1987. With 
its enchanting environments, colourtul 
system it had the power to affect every 
cracked walls of Lord Chaos’ domain 
became a way of He, ensuring that many 
an Aten ST disk drive rumbled long into 
the early hours. And while it is stil possible 
to go back and free Tiggy, Wuuf, Daroou, 
Hawk et af from their entombment in the 
Най of Champions, the magic of 
encountering thes game within its cuftural 
meu is forever lost. The Californian team 
who lavished so much attention on one of 

^a were developing games during a 

evolving бу шара and bounds,” states 
Andy Jaros, lisad artist. “| ike to compare 
it to late “BOs rock. There was a great deal 
of undiscovered, untried styles to go 
around. The revolution of colour graphics, 
the mouse, even full sounds, had all come 
about quite recently and thers were so 
many ways to employ these tools that we 
all had to innovete just to use them." 
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I! was à smal оћсе n San Diego 
wTwch sw the emergence at tha mriuilli- 
layered Dungeon Master concept. All 
беткі. ta РЇЇ. team would approact 
Work in a surely manner by сау and 
мог lie demons by night. Vve used tc 
have the refrigerator stocked with sodas 
and beer and frozen food,” recalls 
Dennis Walker. assistant director. "We'd 


have the Sampos стапкес up and m wes 


a pm So rm cua Т = = 
Sete ЕКЕ а WOT Dd "BS 
"S 1 THES қаза ен = i 
kit un Decause we were al Deng 


creative and we could tell we were on to 
something that was going to blow people 
away All we started with was a way to 
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world. We were creating a made of reality 
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the next decade. An intuitive interface 
coupled with detailed environmants 
brought a level of invotvement rarely 
experienced үлгі the genre Delore or 
since. The addition of fully tweaxable 
elements within the game word 
including a bewildering array of objects 
which could be used by tha four 
champions, gave the game its unique 
асе quality. "Unike re smpole, mono 
dimensional worlds of most ge 
tima, you had the sense thal the 
Dungeon Master world was really “аме, 
points out Michael Newton, 2nd unit 
director. “You could throw something 
down the hall, descend the stairs, come 


back un, and find where it hit the wail 


"uw [x 
and dropped. You could pull a lever in 
one spot and have that reieass monsters 
elsewhere in the dungeon, and in turn 
they would end up inpping devices 

Although poimnt-and-click interfaces 
had been around videogames for & whig 
they had never been implemented with 
the rigour and refinement found in 
Dungeon Master — especially in а 
complex roleplaying title. Knobs оп 
doors, Items in niches, even the tiniest 
buttons hidden on was could be 
marupuldted 10 cause events or Ter 
fiencdish traps. Decoration was important 
but almost every discemible object сома 
be picked ир, thrown, hacked to pieces 
or stored in the heroes’ backpacks. It 
was an audacous achievement wh 
puts many modem videogames. with 
their insistence on prerendered 
backgrounds and ‘dummy furniture, to 
shame. |! was even possible to use the 
physics of the environment to your 
advantage. Certainly, no other game has 
quita managed to use doors to batter 
creatures with quite the Same degree à 
brutality аз Dungeon Master. 

"We just didn't want to have а big 


empty dungeon," adds Doug Bell, the 


games director. “The re-use of imagas 
wasn't that expensive. Most of the 


space each. It didn't matter what they 
were, you could just put tham ит your 
backpack. IL was actually Wayne Holder 


who seid, Why can't | just reach in and 


LACK 17 ja up? iiho was one spark of 
nnovation that made Dungeon Master 
tha game it was, that was it. Ve were 
very conscious of making It as 
unobtrusive and intuitive as possibile 
Before, we had many specialised 
гпеспагешт — you had to go into a 
menu to де ап overnead view, and man 


the making of... 


subsided. "I think we all enjoyed working 
on the puzzles," recalls Bell fondly. 
“Everyone who worked on the team had 


" ! 
* өрнегі ; v puzzles that they devised. You would go 


ea i NUES RITU Ө КАЕ 


off and work on one and then try it out on 


everyone else. But we made sure the 





puzzles were never arbitrary. However 
difficult one was, when you solved it, it approach to the game, you couldn't just 
made sense to you. If it failed that test, go hacking your way through." 
then it didn't make the cut." The dramatic, if slightly Athena- 


Dungeon Master aficionados also 
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inspired cover image was the last creative " 
attest to the game's immense decision made by the team. "Wayne hired 


5 


кеніші герлауа Ну, Playing through the game 


ene ай this guy called David Darrow to do the 


"We'd have the stereos cranked up and it was sometimes like a 
working party. It was a lot of fun because we were all being 
creative and we could tell we were on to something that 





The Hall of Champions is home to 24 mirrors containing the visages of ancient heroes. 
The player could study the stats before deciding which four (or fewer) to put in the party 


thought, why can't | just pick it up from 
the view. We just kept simplifying it." 

This was indicative of how the crew 
worked, bouncing ideas around until 
something inspired the whole team 
There was no strict methodology or 
design. Walker even tested puzzles and 
early builds of the game in his cognitive 
psychology classes at the University of 
California, San Diego. "I was studying 
things like direct! manipulation and user 
expectation. So something simple lie the 
hand in Dungeon Master went through 
several iterations. We started with the 
hand being one of the eight hands of the 
four players. ‘You could choose whose 
character's hand your cursor 
represented. But this ended up toa 
confusing in certain situations and we 
eventually settled on what we called the 
third hand, or the ninth hand, if you will” 

The engine, environments and 
interface were supremaly designed with 
the emphasis firmly on ease of use. Bul 
these elements would have been nothing 
without the wonderful creatures and 
champions which inhabited the game 
word. Many were designed by Janos, but 
everyone on the team provided ideas. 
Although some were based on ШАП) 
creatures the names were altered to 
avoid copyright infringement. The 
champion's names, too, were taken from 
strange and disparate sources. Darou is 
Chewbacca's cousin, Halk is Conan's 
cousin and Azizi was the June 1975 
Playboy playmate: 

In the Най of Champions hung 24 
portraits of vanquished heroes, four of 
whom could be resurrected to help 
defeat Lord Chaos. As assistant to the 
Grey Lord it was the player's task to act 
аз hands and eyes to the champions and 
quide them to victory. Choosing a qood 
balance of characters was an important 
aspect of the game. A combination of 
wizardry, healing, fighting and speed were 
necessary to defeat the myriad foes in 


the dungeon. Developing powerful magic 
and potions could only be achieved if the 
‘mana’ leveis of characters was high 
enough. It was even possible to start 
your own potion cottage industry by 
combining spalis with ай the containers 
found throughout the dungeon 

Jaros developed the arcane 
Dungeon Master magic system from an 
old D&D carnpaign idea. I elevated the 
combat and puzzie solving beyond 
anything which had preceeded it. The 
player could select runes which in 
combination could trigger a diverse set of 
spells and effects. Though many spells 
were discovered on scrolls it was 
possible to experiment and discover 
effects as multitanous as seeing through 
walls or banishing ethereal creatures. I 
was a system which was both mysterious 
and incredibly logical once the runes 
were understood. 

Spells, too, were required for solving 
the many conundrums placed throughout 
the dungeon's 14 levels. Вей recollects 
опе puzzie which placed a powerful 
vorpal blade in a niche at the end of a 
long corridor. Suspicious holes marked 
іне length of the passage on either side 
and grabbing the sword triggered a lethal 
gas attack which couldn't be avoided 
however Quickly the heroes tned to run 


away. The solution? To stay put and сіпгік 


healing potions until the gas eventually 








was going to blow people away” 


with fewer and fewer characters became 
an essential rte of passage for fans. 
Eventually, foolhardy adventurers would 
attempt the quest with just one of the 
heroes. |І was an element of the game 
which Bell playtested vigorously himself. 
"My most fond memones were playing 
through with Hissssa. He had по mana їс 
begin with, but he could get magic from a 
wand. And you had to painstakingly cast 
your speis for a while because you can 
only do опе runa at a time. But by the 
ште he reaches the end he is capable of 
really powerful spells. I'd always pick the 
weak characters because | just wanted to 
see if | could complete it You had to be 


much more conservative in your 


Р. 





box агї," recalls Walker. "He liked to work 
with ive modets, so пе had his wife dress 
up as a sorceress and Andy dress up as 
the guy pulling the lever on the wall. We 
wanted to have the macho dude up front 
with the sword kind of stepping back in 
surprise as the door apened, so they 
hired a body builder from Gold's Gym. 
Unfortunately when we saw the painting 
it looked Eke he was falling into the pit — 
nat the macho image we had imagmed.” 
Thankfully, the image did little to dent the 
reputabon of one of finest RPGs ever 
devised. And Dungeon Master surely 
ranks as one of tha titles most worthy of 
resurrection from videogarne's 

own Най of Champions. 
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The variety of creatures were taken from а number of sources: ‘Dungeons & Dragons’, 
horror flicks, and, of course, the incredibly fertile imaginations of the FTL team 
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Where yesterday's gaming goes to have a lie down 


Examining gaming history from Edge's perspective, five years ago this month 


Richar d, Richard, where did it all go wrong? 
At the start of "9/ there you were, outside Origin's HQ 
with an Austin Texas T-shirt tucked into your jeans and a 
smile that said, "Mine! It's all minel" The text said you 


set to become the next id"), a youthful Toshihiro 
Nagoshi detailed the joys of sound-sampling the Fuji 
Freeway for Scud Race, and Terry Pratchett described 
Teeny Weeny Games’ Discworld sequel as “harder than 
were building a real-life castle. For yourself! And then EA 
consumed your company, and ima ІХ destroyed your 


the first game, but easier to solve", A prescreen focus 
on Capcom's Street Fighter Ill also proved memorable, if 
reputation, and now? They say you're pimping Korean 
RPGs, but for all we know you're busking on a street 
corner somewhere in Britannia, praying for avatar 


only for Edge's photographer goading the game's 
producer into some camera shadow boxing. "Come on, 
son, give it loads... No, not like that... Try and look 


‘Scud Race 
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salvation. ls one phonecall really too much to ask"? hard". Poor guy. Life's much easier when you 





Eisewhera, Eidos were busy signing lon Storm ("all can just do a quarter circle and punch. 


Issue 42, February 1997 


DID THEY REALLY SAY THAT? 
"Arcade machine my ass!" Bizarre request or Cruis'n LISA critique 
from Shiny's Dave Perry 


DID EDGE REALLY SAY THAT? 
"With Matsushita claiming polygon manipulation abilities and a 
processing speed on a par with Беда в Model 3 arcade board, this 
could well be the format to watch in "87^ Edge can't wait for the M2 


TESTSCREENS (AND RATINGS) 
Mano Kart 64 (N64; R10], Turok: Dinosaur Hunter (PS; ОТО, 
J-League Perfect Striker (NGA 8/10), Sou! Edge ІР; 8/10), 
Rage Hacer (PS; 8/10), Diablo (РС; 7/10), Fighters Megamix 
(Saturn; 810), Cool Boarders (PS; 6/10), Feloadedg (PS; 5/10), 
NBA іп The Zone 2 (РЕ: 7/10) 


1. Excalibur 2555 AD, with 
“extravagant 3D engine” 

2. Mario Kart 64 scores a 
controversial 8/10 3. А 
youthful Nagoshi reflects on 
cover star Scud Race and 
the future of simian/sphere 
entertainment 4. Promoters 
of the Righteous 3D 
graphics card clearly know 
their audience 5. King of 
the castle, Richard Garriot 
6. Namco's Soul Edge: 
"very appealing" 


| was Still at schoo! and hype over computer 
games didn't really exist back then. There were 
gaming magazines like ‘Crash’, and ‘Sinclair User’, 
but the whole ethos of the games industry was 
different. Games were geeky, and it wasn't good to 
be seen reading mags about them. Some kids did, 
and they either got a wide berth, or a good kicking. 
А new Spectrum game was due to be released 
by a very well respected developer. Most of their 
games were eagerly awaited, but this one was 
different. "It's a 3D game," one lad aushed, "and you 


The industry's favourites from yesteryear This ronth; Matt Wilkinson, 
managing director of BAM Studios, recalls a Rare epiphany 








100 


EDGE #106 





TAK] 
ав 


r^ WP T 


“Cobblers,” replied a more sceptical scholar. “You 
can't do 3D on the Spectrum.” And so it went on 
until finally, it was released. One lad became most 
people's best friend, by producing a copy of the 
game, as well as his Spectrum to play it on. That 
lunchtime changed my perception of games, and 
so-called 'hardware limitations’. An isometric 3D 
game on the humble Spectrum, which had a good 
can't be done," | thought. The game was 
KnightLore, and the developer was Ultimate = 
(Play The Game) — now known as Rare. ae 
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FAQ 


Dene Carter 


of its long-awaited opus, Project Ego 
(working title). For more info, see the 
Prescreen Focus on page 50. 


[3 its ong avete пою 


What was the first videogame you played? 
On a ferry in about 81 | discovered Defender's 
sinister pixellated world. | can't even remember 
where | was going - | just recall looking forward 
to the return journey so | could play it again. 


What was the first computer or games 
machine you owned? 

A ZX Spectrum. The wonders of the dead flesh 
keyboard. | had a dodgy old tape recorder that 
tried to electrocute me every few days. 


What was the first thing you ever created for a 
computer or console? 

| was 12 and | mistakenly believed that 
programming worked by interpreting the English 
in comment lines. My first program was 
something like: "НЕМ make spaceship move up 
when the 5 key is pressed." 


What was your first job in the industry, and 

| started my first company at 15 and wrote a 
game called Rockman in compiled basic. It took 
me about two weeks to write. With youthful 
naivety | convinced myself that if | could write 20 
games in a year I'd be rich beyond my wildest 
dreams. That's the Thatcher years for you. 


What's your favourite game ever, and why? 
Nethack, Infinite variety, humour, the deepest 
gameplay you'll ever find and the only game to 
make me weep over the premature death of a 
lower-case 'd'. Closely followed by Game Boy 
Zelda, the only game | played on the bog. 


What was the last game you played and what 
did you think of it? 
Counterstrike, and | was shite, Simon began to 


What's the first game you look for when you 
walk into an arcade? 

| keep looking for an old Williams game called 
Hyperball. | saw it once in Switzerland; a weird 
combination of a machine gun that fired two- 
centimetre diameter ballbearings at about ten 
balls per second and a pinball table. | also look 
for ап old 2D scroller called Arianne. Probably 
says more about my feelings toward modem 
arcades than anything else, 


What's your favourite book, album, and film 
of all time? 

Favourite book? Probably ‘The Way of Wyrd' by 
Brian Bates. Album wise, my perennial favourite 
has to be Dead Can Dance's “Within the Realm 
of a Dying Sun’. Perfect stormy day music. Film 
wise, it has to be ‘Alien’. Compelling 
mockumentary-style dialogue, each frame of the 
film a perfect screenshot and my introduction to 
Geiger. And | was such a nice boy before, 


worked on? 

From a level design point of view, probably Lilia 
Vil. It's a well-conceived and incredibly believable 
fantasy word with incredible detail; an 
obsessive's dream. 


Of all the games you've been involved with, 
what's your favourite and why? 

Probably Dungeon Keeper. Simon and | worked 
together for a long, long time and despite its 
legendary slippage | think we achieved some 
incredible things. It was the first game to show us 
the value of shoving our fingers in our ears and 
ignoring the negativity of others. 


What stage is your current project at? 
Too early to say (smiles). 


What aspect will impress players the most? 
Hopefully everything. We stopped pushing the 
proverbial envelope and are now attempting to 


“There are no ceilings, no restrictions – our only limits are our 
imaginations. Even the limits of technology are solved in time" 


yell ‘Pulll’ across the office when | respawned. 


How many hours a week do you actually 
spend playing games? 

Probably around 16. | am incredibly fortunate to 
have a wife who's not only understanding, but 
who positively encourages my obsession — 
although she usually refuses to hand over the 
controller when playing Japanese RPGS... 


push a proverbial corrugated cardboard box. | 
hope that some players load our game simply to 
live in our world for a short tima. 


What new development in videogames would 
you most like to see? 

A new form of investment which allows 
independent companies to thrive. We need a 
system corresponding to indie-films funding or 
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and still insist on making creative decisions for 
people. As | like to misquote, “Those who seek 
power are usually least suited to wield it." 


What do you enjoy most about working in the 
videogame industry? 

‘The sheer, raw enthusiasm our work provokes - 
both in our teams and fans. | find the passion of 
videogame fans incredible in an industry that 
relies little on the cult of personality. 


Whose work do you most admire? 

The Gollop brothers — terribhy underrated. Simon 
is five-and-a-half years younger than me, and 
managed to beat me at Laser Squad four out of 
five times when he was only 10. Hurmiliating. 


looking forward to? 

The Xbox — it's a fantastic piece of hardware. 
available on all three consoles there's only going 
to be one sensible option. 


Videogames: Art or Entertainment? (Discuss) 
Art is a word used by pretentious arseholes 
populated by other pretentious arseholes. 

If you create a work of imagination, appreciated 
by others, then it's entertainment. | mean, 


йо we really want to hear a Brian Sewell 


commentary on Mario? 





Edge believes the videogames industry 
needs more original games to get out of the 
current crisis. | believe you are missing the point 
and what we need is, put simply, better games. 

Half-Life is not original, it simply took the old 
FPS concept and refined it. It didn't invent a 
whole new genre, it didn't introduce monkeys in a 
ball, it didn't revolutionise the way games are 
made, it simply made an astounding game 
perfectly executed. Same with Metal Gear 50/0. 
These games don't need to feature brilliant new 
original concepts but just need to be executed 
better. These are the датев that revitalise the 
industry because they don't alienate the 
massmarket and offer hardcore gamers a familiar 
but better experience. 

Some original games are fun, but Edge should 
stop looking to them as the solution. They simply 
are not, as Space Channel 5, Super Monkey Ball 
and many others demonstrate, what gamers want. 
| want a good old FPS, but one with better 
execution. | want a boring old thirdperson action 
adventure, but one that features superb scripting 
as Metal Gear Solid does. | don't want a bizarre 
game tor the sake of it. 

Anonymous 


Confusing gaming originality with graphical 
esotericism is a serous mistake. By that measure, 
you wouldn't even try playing Super Monkey Бай or 
Ico or Pikmin, because they offered something а 
little out of the ordinary. Would you then ignore 
Half-Life if the graphics featured cel-shaded jungle 
creatures instead of humans and aliens - even 
though the game dynamic is exactly the same? Or 
choose to play Super Monkey Ball if the visual style 
was dark and urban? 


Kids these days make me laugh. They 
have no idea how lucky they are with the consoles 
around at the moment. | had a Speccy 48K and 
worked up through Sega, Nintendo and Amiga, 
right up to PS2 and N64. Speaking to a friend's 
nephew and listening to him whine about PS2 








Communicate by post: 


Or email: 
edge@futurenet.co.uk 


games | was amazed. | told him what things were 
like in years gone by when | was his age, the dark 
days when | had a Spectrum. 

1) The game took four or five minutes to load and 
even then it only loaded 85% of the time. You just 
got on with it. 

2) We never had save points. You had to sit there 
and finish it. No coming back after dinner to finish 
it, you never ate — most games didn't even have a 
pause button. 

3) On most games one button did everything, we 
never had different buttons for different things. 

4) We had attribute crash, and on the Speccy, 
bullets and missiles often disappeared into the 
background only to reappear next to your craft. 

5) We had lives. One hit, one life. We never had 
energy bars; you got hit you died. Simple. 

6) Multiioad, On some games you had to load the 
next level. Even then it never always worked. 

7) Collision detection was terrible. things would 
miss and still kill you. 

8) Games were hard then, these days | complete 
most garnes (how can you not with saves 
continues and energy bars’). In those days | 
completed about 596 of my games. 

9) | admit I'm a bitter and jealous man. Its not fair, | 
would have killed for a PlayStation when | was 
young. 

10) Still, these days you don't have £1.99 games 
any 


Thrust and Zolyx on G64 for £1.99 apiece. Ah, the 
good old days... Mind you, multiload |5 back with a 
vengeance. 


For somebody that ciaims to be ‘a 
writer’, perhaps Rene Kneyber (E104) should 
spend more time working on his prose before 
stepping down from his heady literary pedestal to 
criticise the opening sequences of what is 
effectively a two-year-old computer game. 

It frustrates me when people who work in other 
areas of the entertainment industry decide to 


EDGE A! 














Letters, Edge, 30 Monmouth Street, Bath BA1 2BW 


unioad unfairly on videogames. Storytelling 15: 


certainly one of the areas with room for drastic 
improvement, but remember that videogames are 
still in their infancy compared with art, literature and 
even relatively new media such ав TV and cinema, 
and there have been some notably engrossing 
game storylines in recent history, not to mention 
the countless great games with no storyline at all. 
Although it is becoming less acceptable, to a 
certain extent games can get away with clichéd 
storylines providing the gameplay is up to scratch. 
You should be playing games primarily for their 
interactivity, зо if all you really want is a great 
storyline then stick to reading books or rent a DVD 
for the evening. Furthermore, switching off a 
videogame because you don't like its intro 
sequence is, quite frankly, ridiculous. How would 
you feel if somebody put down a book you spent 
18 months writing after reading just the first page? 
If you are going to criticise Code: Veronica, it 
should be for its iffy control system and repetitive 
gameplay, not to mention the hit and miss nature 
of some of the primary game features, and some 
glaring oversights in its continuity. These are the 
important points; the storyline merely serves to 
stitch the gameplay sequences together. 
Ed Bartlett, lead game designer, 
The Bitmap Brothers 


How could 1 nave not spotted it in the first 
place? PCs have patches – the ‘bane’ of home 
computing that often requires long downloads; 
consoles have half-arsed sequels — the latest 
answer to meeting deadlines. 

Let me explain, SSX Tricky, Gran Turismo 
Concept 2001 Tokyo - both pathetic add-ons 
designed to add a new course or two, or in the 
case of GT, some new cars only available in a self- 
contained arcade mode option. Sure, both of these 
examples are standalone programs that will run 
without the original software, yet who will want to 
shell out again for the same game experience. 
FIFA, Madden, along with most other EA 
franchises, exist only because of the selling and 


"You should be playing games primarily for their interactivity, 
so if all you want is a great storyline then stick to reading 
books or rent a DVD for the evening" 























purchasing of real-life players in real-life sports, not 
because of greater gameplay, 

It works though, and that's what's depressing 
about this situation. Developers will always find a 
way of releasing their game as clase to the 
deadline as possible, meaning omissions - patches 
аге free, and if | can improve my game for that 
price then let's have it, | do not want to pay for any 
game twice over. 

Looking to the future and many people assume 
that the Xbox will become the platform for patches 
and instability because of its hard disk, yet with the 
singular structure of the Xbox instability will not be 
an issue as the developers are able to test all one 
of the possibilities for the hardware set-up. 

Rob Payne 


The real crux of the matter is the release and sale 
of products that aren't actually finished. And there's 
a world of difference between an unsightly bug that 
rears its ugly head after QA, and a game that's 
rushed out for Christmas and which fails to work 
property past level three. Also, this 'pateh' 
mentality assumes everyone is — or wants to be- 
online. The addition of a hard drive in а console 
shouldnt be seen as a safety net for developers 
who can't handle deadlines. 


Гуе just read this month's Edge (E104) and 
the feature on the Game Boy Advance was most 
interesting. | bought my GBA from www.lik- 
sang.com, a Hong Kong exporter, along with à 
flash cartridge and linker as you can use thase for 
coding on the GBA. |'d like to raise two points. 

Point one is regarding the Advance Wars game 
being delayed. | bought a version from the US and 
it plays fine on my Hong Kong GBA and on a UK 
GBA. How can it be taking so long? (By the way, 
the game is fantastic.) 

The other point is regarding your ten most 
wanted titles for the GBA. I've actually almost 
completed a GBA port of Elite, only got to sort out 
Sound and a decent control method. | tried 
emailing lan Bell seeing if | could release it onto his 


А reader argues reworking existing ideas, rather 
than an injection of original games, is the solution 
to the current crisis affecting the videogame world 


Web page with all the other versions but got no 
reply. | then tried emailing David Braben and got no 
reply although | did get a reply from someone who 
works at Frontier Developments and looks after the 
Elite club. Basically I'm not allowed to release it 
because it would be illegal. | tried asking why, 
seeing as every other version is available (including 
ones which were never published) and was told 
that they are illegal and Braben reserves tha right 
to sue, and has chosen not to do so. Bugger. 
Scott Newby 


Nintendo took the decision to delay Advance Wars 
after events on September 11, Ironically, the 
game was already on sale in the US by the time 
thus action took place, so it feels like an 
overreaction to us. 

Here's hoping that Graben or Бей see sense 
and cut you а deal to release Ete on GBA. There 
are a few potential players here already... 


Piracy is an emotional subject for computer 
gamers, yet something rarely mentioned is 
of secondhand games is just as damaging to the 
computer games industry as the plague of piracy? 
Yet computer exchange shops thrive in every city, 
offering AAA tities for Е20 just weeks after release. 
Every sale of a secondhand game must be a 
loss of revenue for the publisher? The only parties 
that benefit are the computer exchange store and 
the punter, surely there cannot be any benefit to 
the computer games industry from such sales? 
Yet there is a flipside. Take the example of older 
games like System Shock 2 for the PC. | spent 
weeks searching games stores in vain, and even 
Electronic Arts couldn't supply a new copy. I finally 
found а secondhand copy for £10 in one of 
London's many computer exchange stores 
Without the secondhand market, | would never 
have enjoyed this excellent titie. 
cannot fork out £30 or £40 for a new title, but can 
find a secondhand copy at half that price a few 


months later? What are Edge's thoughts on the 
secondhand games market? 
Rob Cole 


The difference between piracy and ‘pre-owned’ 
games (the currently used Americanism for 
secondhand tities) is that anyone who pirates 
games wants to enjoy the efforts of others 

bul isn't prepared to pay for the privilege. Also, 
pirates like brand new, cutting edge tities, 
while the adroit bargain hunter has to be 
Content with games that are weeks, and often 
months old — which is too high a price 

for most gamers 


1, пке тапу other senous gamers, have 
found myself criticising the 'massmarket" and its 
effect on games with PS2 in particular seeming to 
suffer my wrath. However, il you apply the 
videogames as art’ argument that gets bandied 
around then things aren't that bad. In the world of 
the movies the massmarket rush to watch the 
latest dumb Hollywood movie giving it huge 
opening grosses. | myself would rather be 
watching the latest Coen brothers gem. On TV the 
soaps get the biggest figures but I'd rather see 
‘The West Wing’ thanks. In books J. K. Rowling is 
well on the way to being a billionaire but really I'll 
stick with lain Banks. So should we be worried that 
Who Wants То Be А Millionaire? was the number 
one game last Christmas? 

No - as long as the income these cash 
cows generate allow for the next Deus Ex to be 
created. More importantly every now and then a 
Harry Potter fan may say to themselves — "| think 
ll give that ‘Lord of the Rings’ a read." The trick 
for the games industry is to make sure there is a 
‘Lord of the Rings' to read, not just ‘Harry Potter 
Volumes 1-20'. 
Chris Silk 


Anyone that's read the Harry Potter novels will 
probably disagree with your appraisal, but your 
underlying pont is valid. 


"Come on Nintendo. Get the thing released here. Get the 
PAL conversions right. Bombard the airwaves with adverts. 
Then you might just have a chance" 
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Cover, issue 105: pathetic 
So RedEye freely admits his swearing is 
neither big nor clever within the pages of issue 
105, but the usual disclaimer warns us that Edge 
may һауе a differing view: Like we didn't notice! 
This puerile attempt at attention-arabbing on 
the front of a publication which shares shelf-space 
in WHSmith with Game Boy magazines aimed 
squarely at children is inexcusable. Have 
your usual sensibilities to tasteful modern design 
been discarded? Are we now to expect 
this trend to continue inside Edge with reviews for 
*pant-wettingly brill” games that all get nine 
out of ten? All you are doing is reinforcing 
stereotypes that you say you are trying to 
break away from. 
Matthew Pring 


Yes, the cover was attention-grabbing - we 
wanted to draw attenton to the fact that we were 
featuring the first reviews of Xbox games, and. 
judging by your letter, it worked. But in WHSmith 
this month, no more than an arm's length away 
from Edge 106, was an issue of movie mag 
Hotdog with the coverine ‘Bad Mother Fuckers’ 
(the ‘u' was partially obscured), not to mention a 
host of men's lifestyle magazines featuring scantily 
clad women. Welcome to the 2151 Century. 


That is it. As Popeye said, "Enough is enough, 


and | can't stands no more". What the hell are 
Nintendo playing at? David Gosen should be a 
politician, they way he wriggies out of the question 
marks hanging over Nintendo's European strategy. 
If the GameCube isn't released here until 
September, it will lose the next-gen war. "But we 
don't want to compete against Sony." Oh, really? 
Then what would he say if | told him that | am 
seriously considering buying a PS2 instead of a 
GameCube, and maybe an Xbox to boot? 

It comes down to more than format bias. | have 
a genuine desire to see Nintendo do well, because 
they make my favourite games, my favourite 
consoles, my favourite controllers. If Sony and 





Matthew Pring wasn't impressed with E105's 
cover treatment which he feels has irreversibly 
traumatised the Game Boy-playing generation 


Microsoft clean up, that jeopardises their revenue, 
which jeopardises future games by Nintendo. 
Come on Nintendo. Get the thing released here. 
Get the PAL conversions right, Bombard the 
airwaves with adverts. Don't waste money 
sponsoring football teams. Then you might just 
have a chance. Maybe I'm oversimplifying. What 
does Edge think? 
Tony Ounsworth 


The simple truth appears to be that Nintendo can 
succeed without the European territonies, and апу 
money made over here is а kind of bonus - albeit а 
potentially huge one. The problems of Europe are 
clear (different TV systems, different languages, 
different marketing and distribution systems], but 
Sony and Microsoft seem to cope quite admirably, 
50 quite why Nintendo appears to struggle so 
much is anyone's guess. 

If Nintendo is to succeed in Europe - and not 
just financially, but in capturing the hearts and 
minds of a new generation of gamers – it has to 
take its head out of its arse and provide the same 
kind of service that's enjoyed by the gamers in the 
tar east and west. Our appraisal of the 
GameCube is horribly tarnished by the fact 
that we still have no idea when it's due to appear 
over here, in what numbers and with 
what software. We're loathe to admit it, but 
Edge's advice is to import your GameCube from 
the US во you can enjoy the latest releases 
today, full-screen and full-speed. 


| recently attended the xbox roadshow in 
Manchester, where hardcore gamers willing to 
travel to the rain capital of the UK could, for ten 
minutes, get ther hands on eight playable Xbox 
tities. Also provided was a range of 'related' free 
marketing merchandise such as an Xbox hat that 
would not have looked out of place on Eddie the 
Eagle, a Mint Aero chocolate bar and an unknown 
energy drink in a green can. 

First up, Jet Set Radio Future. Competent game 
Dut visually and technically no improvement over 
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the original DC version | have been playing for over 
a year. Never mind, next up... 

Dead Or Alive 3. Nice graphics and solid 
enough but then so was DOA2 on Dreamcast. Still 
not getting that ‘green’ Xbox feeling. Open Mint 
Aero and move onto next title. 

Amped. Its a snowboarder game. Like Westlife, 
you either love them or want them to disappear. | 
am in the latter category so lets move onto what | 
regarded as the Mano 64 of the show, tne 
much-vaunted Halo. 

Oh dear. A strange sinking feeling was starting 
to happen in my stomach, and | wasn't sure if it 
was the mixture of Mint Aero and green high- 
energy drink, or the realisation that | may be 
witnessing something very familiar, It feels like 
Dreamcast ali over again. 

Microsoft appear, admittedly only on a bnef first 
impression, to have produced a console by 
numbers, carefully ticking off pre-requisite criteria 
on an Excel spreadsheet as it was developed. 
One beat ‘em up (tick), one car game (tick), one 
cartoon platformer (tick) and so on. The generic 
mediocrity of what was on display was depressing 
to make it worse, there was no evidence that 
despite the extra grunt hidden inside the sultcase 
of a console, there was no evidence on display 
to make the PS2's graphics chips tremble. 

Quite the contrary. 

For Xbox to succeed they needed not eight 
average titles but two or three 'must have’ games 
with ample ‘wow’ factor. When put alongside titles 
like Metal Gear Solid 2, Devil May Cry and 
Jak And Daxter the Xbox looked very... 
well, Dreamcast. 

Perhaps most telling of all was the Xbox girl 
standing in front of a non-existent ‘Pre-Order your 
Xbox МОМУ! queue, looking despondently at the 
kids leaving the demo and nicking a second Mint 
Aero bar on their way out. 

| left the event feeling slightly deflated, but 
very alert and with a new found craving for 
Mint Aeros. B 
Jay Smith == 


“This puerile at attention-grabbing on the front of a publication 
that shares shelf-space in WHSmith with Game Boy 
magazines aimed squarely at children is inexcusable" 


Rather than due to withdrawal symptoms, the 
strange sinking feeling in Jay Smith's stomach 
resulted from playing Halo at an Xbox Xperience 
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А selection of choice cuts from Edge-Online's discussion outlet 
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Edge is looking for talented feature writers. If you have excellent writing skills, an in-depth knowledge and passion for gaming and an abundance of 
ideas then you could well be the right person. Strong industry contacts would be a bonus but enthusiasm, reliability and vision are more essential qualities. 
Applicants should send samples of work and five comprehensive feature ideas, along with a full CV and covering letter, to: 

Mark Walbank, Edge, Future Publishing, 30 Monmouth Street, Bath, BA1 2BW. 
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